BRITAIN'S FIRST 
PHONE-IN 
TOP SOFT CHART 


REACH FOR THE 
SAR LONE 


CLIP ON- SPEAK OUT 
Currah uSpeech 
& cursor joysticks 
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So 


Choosing which game to buy from the mountain available is a difficult job, 
especially when everyone claims to produce the best on the market. But how can 
vou tell the best from the rest?. To help you decide, read on.... 


What the 
real critics say. ... 


Very rarely have 
software titles produced 
such universal acclaim 
as 'Halls of the Things 

and The Dungeon 
Master. Now, with three 
brand new programs, 
Crystal continues to set 
the standard of software 
excellence. The 
difference is obvious - 
fne choice Is yours; 


The Best or The Rest. 


ML i E RPE IR Egas. > 
o Esi= DUNGEON. MASTER E ms HALLS OF THE THINGS 
. Ea e 
Lei vour Spectrum be your guide in a totally new - à stunning multilevel maze “arcade - adventure 
dimension in adventures in the trua spiri of “Excellent and dangerously addictive - CON 
traditional role playing games where YOU design change the Spectrum games | scene 
the scenario, overmight”, «o ainciair User, 
“| have been a Dungeons and Dragons tan | | z : 
severa! years... The package provides excel font "a ' "Spectacular - One of the best games Ive seen, 
entertainment for ali fans of the cults and should | Fui À 1 inely balanced rain dA dução Es 
prove à good introduction to the game oo FTA addictivéress - superb graphics and colour - 
Sinclair User. e rr CAN'T RECOMMEND IT HIGHLY ENOUGH" 
“Highly recommendedtor its versality, originality SM Ih » aca MR dn | «Popular Computing Weekly. 
and quality. Definately well worth obtaining”. | i e | a EK Spectrum aBK £7.50 
«LA Computino. Written by Neil Mottershead, Simon Brattel and 
ZX Spectrum 4BK 6] Martin Horsley. | 
Written by Graham Staftoro, 
E RE | 


THE ISLAND 
The ultimate test 01 logic and deduction!Can you 
solve the hidden mysteries of ihe South Pachic 
Isiand on which vou have been stranded - and 
escape alive! À Brilliant classic style adventure 
game to facinate and frustrate you for months! 


ZX Spectrum 4BK ET.5SO | 
Written by Martin H. Smith 


INVASIONOF THE 1 LAN 2 NF - | romMEL'S REVENGE 


BODY SNATC HAS! A Brilliant interpretation of the most visually 


dt last! à version as fast and furious and as ra ; , 1 É NE dl o. stunimi ng arcade game of all time. Superb ig 
trustratingly addictive as the arcade original. o a E e DPM k. resolution 3D graphics with full perspective plus 
Landers, Mutants, Bombers, Pods Swarmers and pa mi FR | a host of new and exciting features make 

much much more combine to produce the E | F=ú Rommel's Revenge the most spectacular game 
ultimate space game! ai E a | ever produced for your Spectrum! 


ZX Spectrum 48K 6.50 Qi Do e A ZX Spectrum 48K E6.50 
Written by Simon Brattel and Neil Mottershead. ne é no CA Written by Martin Horsley, 


- — - em e 


Please send SAE tor our latest catalogue and É de e ei co DERLERS Pos auisia SE UU RS 
a , deater discounts (including export) 
Catalogue FREE with every order. PAP included. duda A E ring Chris Clarke on 0651-205 6603. 
Plasse add PO Em f verseas orders, Invasion of the Body anatecnas E: 

ipase add €0.50 per item for overseas orders Rommeis Revenge [ The Island O , E | | Gi 
Please make cheques/PO's payable to Halls of the Things [| The Dungeon Master E E PROGRAM M a ptb Fra qr 

| - software” send it to us for ev ton ano 

CRYSTAL COMPUTING Catalogue (please enclose SÃE Bin. x 9in) L details of our excellent róyalty scheme. 
2 ASHTON WAY , 


EAST HERRINGTON 
SUNDERLANDO SR3 38% 


| enclose cheque/PO for 


ADDRESS 
























The year is 2934. Di-Lithium crystals ars 
humanitys most prized possession because they 
are the energy source of every space Cruiser. The 
Seiddab, humanity's enemies, have an enormous 
stock of crystals in vacuum vaults, buried beneath 
their military HQ. The crystals are held in | 
structured arrays, guarded by laser-armed Droids, 
pending their transfer to an invasion fleet 

You have been smuggled into the vaults with a 
limited oxygen supply. Your orders are to LIFT the 
crystals before the Droids cut you down... 

7 screens, à lives, high score table, arcade quality, 
fast machine code action, choose your own keys, 
Kempston Joystick compatible. For the 16K or 
48K ZX Spectrum. ER É 
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KNIGHT DRIVER 


Em late; 'm late, | have got to get there. Just put 
my foot down and hope. What a bend, HI never 
make it Up the kerb = that's slowed me down. 

Em off the road completely now. Nice scenery 
around here. Pretty flowers and a lake. What am | 
doing? | must get back on the road. Oh, this is 
hard. l never do ft, 

Steer your car round a tortuous circuit of roads, 
braking and accelerating as you go. Avoid the 
kerb, istands and parked cars Learmer and 
professional levels. Kempston joystick compatible. 


dBK ZX Spectrum only ES 5 








The magnificent Fantasia Diamond, heirloom of 
your household has been stolen and taken to an 
imposing fortress. You called on the services of 
Boris the masterspy, but he has been caught and 
imprisoned by the Guardian, who patrols the 
rooms and corridors of the Fortress, looking for 
ntruders. 

Now you must go and retrieve the Diamond and 
rescue Boris. On the way you will meet many 
characters, some evil and some friendly. You will 
have to leam to elicit the help of the friendly ones | 
im order to complete your task, but remember they 
have their own lives to lead, so they may not 
always do as you ask 

A most enjoyable and challenging graphic 


adventure for the dBK ZX Spectrum. £795 | 


FANTASIA DIAMOND ANTAS) é 
| ASIA À 


PO Es? 
Mail order to: | e: Ed 
Are you looking for blisher Í - PM 
vo g for a pu er for your programs? If so, HEWSON CONSULTANTS a Ad 
why not drop us a line or better still send in a sample of  GOAST MARYS STREET as & se a 


your work, for fast evaluation and prompt reply. WALLINGFORD ER SS 
OXON 0X10 0EL | Des OO e R$ 









































“GET AWAY FROM IT ALL” 


NEW!! FREEZ' BEES (48K) 
* Penguin Pulvirizin! 


NEW!! SAM SPADE 
The Fastest Digger around. 


NEW!! ROBOT RIOT (48K) 
Metal Mayhem at the 
ACME ROBOT CO. 


MISSION IMPOSSIBLE 
ARMAGEDDON 


é % do Apocolypse NOW! 


W. H. Smiths, J. Menzies and. NliEs & mr 
Figo ou era di É sa E 


e E Au mento just gs. 95 inc ET and P&P * | 
E Ee Bilversoft Ltd, London House, 271 1273 King st Pisa 





MICRO 


FLYING HIGH! 

We look at computer retail outlets. In this, the first 
ot an occaslonal series, the CRASH team checks 
out W.H.Smith 


PARDON ME, FLL SAY THAT AGAIN 
| Franco Frey interfaces with the Currah 
-Microspeech unit. 

LEARNING AT PLAY 


We begin an occaslonal look at educational soft- 
ware and some reviews. 
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NEXT MONTH 


issue 3 (April) will be on sale from Friday 16th. 
March. 


CRASH READERS TALK TO SINCLAIR 

RUN IT AGAIN takes command of missile command. 

CRASH Readers Questionaire — your chance to tell us how to do lt! 
Plus the news roundup, reviews, articles and guide. 
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A Newstleld Publication 5 


6 & Newstetd Publication 




















CAN YOU HANDLE THE ULTIMATE? FEATURE PACKED, 100% MACHINE CODE. 


THE MOST AMAZING PROGRAMMES, THE SMOOTHEST AND PURE ADDICTION. 
ACTION, THE HIGHEST RESOLUTION GRAPHICS £ SO WHICH WILL BLOW FIRST - YOUR COMPUTER OR 
ALL ULTIMATE GAMES ARE ARCADE STANDARD, TOUR MINDE 





(Al games joystick or stores and all good sofiwere retailers. Or send he coupon direct. 
pá a Weil pack and post pour order to you absohitely free in the U. K. 


ONLY f. 50 E ACH Awaidadite From: W.H. Smith. Boots, Jahn 
Menzies, Spectrum Contres. large depariment 








FE Okay, | EAST toke my papas to-the edge of meltdown. Send me the following: 











E Cookie [| Lunar Jetmon [| Passt [| Tranzám 
| | E] Jet Por | | JetPoc = Exponded VIC 20 | Agi Aoc | 
5 | po Ep = e | sa a] 
Tranz Am 15/48KZX Spectrum Atic Atac 48K 2X Spectrum | enclose cheque/PO) for E Nómei | 
| 1 Address at o Sat, -— 
| Send to: y | 
Ultimate Play The Game, A 
The Green, El hd Mr lee a q] 
RN | BRO Ashby de la Zouch, FLA que GIMME 
Passt 15/48H Spectrum Lunar deiman 49K 2X Spectrum: det Pas 16/46 2X Spectrum Leicestershire., 





Ultimate Play The Game is a trade nome of Ashby Computers and Graphics Ltd, The Green, Ashby de la Zouch, Listienipihicê: Tel [0530] 411485. Degler enquiries welcome, 


For any ope 
ALL TITLES: E5.95 INC VAT. 
SELECTED MICROMEGA PRODUCTS 


| THROUGH: BOOTS, GREENS, ASDA, 
JOHN MENTIES. LASKYS, WIGFALLS, 


EVERYWH ERE AND ALL OTHER G00D 
| SOFTWARE ils is 


Trade Enqdires 
PRISM 01 253 22%. 
WEBSTERS SOFTWARE D4SE Bala 
LIGHTNING RECORDS ANDA 1 909 9259 
MICRO DEALERSSR="ST A 351 
hai me 
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information in a way you | 
prefer, and we hope it will be of | 
benefit to the software || 
| producers too. So look out for 
that next month. 


First of all may | take this 
apegrtiantoy to thank everyone 
of you who has written to 
CRASH to say how much you 
liked the launch issue of the 

| ine, À magazine like 
CRASH relies so heavily on the 
| goodwill of its readers and the 
support of the software 
houses. | can already see that 
we are going to get a lot of 
| feedback frôm you, and you 
can be sure that we shall do 
our level best to incorporate 
any ideas you may have. But | 
should also like to thank the 
software houses who have 
been so generous with their 
compliments. 
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['d like to thank readers for all 
the nice letters that we have a 
received already (as | write ay EM 
CRASH issue 1 has only been | a 
on sale for a week) and quite a 
number of you expressed an 
interest in our comic strip THE 
TERMINAL MAN. So to satisty 
your curiosity, here a few 

* details about the two people 




















































A magazine is a living entity | who make the strip possible. | 
— à kind of three-way Artist Oliver Frey, who |s also | RR ee Sam 
partnershipbetwesn publisher, designer for CRASH Magazine, Epi saia | Ed ca 


has been drawing comic strips 
tor longer than he cares to 
remember starting off with 
IPC's War Picture Library 
series of which he did over 
twenty. Some are being 
reprinted even now. He has 
also done a lot of illustrative 
work for the old Look & Leam 
and drew that publication's 
strip The Trigan Empire for over 
avear before the comic was 
stopped. He had a close brush 
with Superman too. If you've 
seen the film (the first part that 
Ia), perhaps you remember at 
the very beginning, the little 
boy reading his Superman 
comic that then tumed into the 
titia sequence? The whole 
comic book was only Iwo 
specially drawn pages which 
Oliver did tor director Dick 
Donner to use in the film. 

In recent months Oliver has 
been busy with several Dan 
Dare sirips for the Eagle 
annuals, and has also drawn 
the weekly version In tha 
comic. In The Terminal Man, 
Oliver has been partly 
responsible tor planting the 
seed of the idea in the writer's 

mind. 


| reader and advertiser. After all, 
| the advertiser is the one who 
produces the games that you 
want to buy. What the 
magazine has to do is act as a 
forum for information — and 
that's what we intend to be, 
That is a major reason for the 
CRASH HOTLINE (which is 
“obviously proving very popular 
too)! lt offers the reader an 
opportunity to tell us (and in 
turn the software houses) what 
you enjoy. There may be some 
teething troubles with the 

| HOTLINE because it has 
egxceeded our expectations, SO 
| you may find  constantly 

| engaged! We apologise for any 
inconveniente, and suggest 
you use the write-ln coupon If 
vou have problems. We are 
doing our best to make further 
| arrangements to expand the 

| phone system to cope. But 
keep À up! 

"Along the same lines of 
sussing out what you like, we 

| are colado hr CRASH 

| QUESTIONAIRE far Issue three. 
The more people who fill this 
in, the better and more 
accurate the results will De. | 
“will help us in presenting 












Fair 


Oliver | cons fora CRASH 
MICRO pol ty still, 








































































Author of the The Terminal 

| Man is Kelvin Gosnell. Kelvin 
wanted to be a pilot. Two 
physical drawbacks thwarted 
this ambition: less than perfect 
* eyesight (medically 

" undesirable) and a propensity 
to throw up during aerobatics 
(undesirable for cleaners of 
cockpits), He therefore 
resigned himself to a nor-aerial 
life many years ago and was 

" delighted, shortly afterwards, 
to discover that he not only 
enjoyed writing about flying but 
that people were willing to pay 
him money to do it. 

His writing career started on 
the comic Action in 1975, 
scripting a World War 1 tale 
called Sulcide Club. A long 
enthusiasm for science fictlon 
was rekindled when he realised 
there was no SF comic In the 
UK. The result was the very 
successtul 2000 AD comic 
launched in 1978 and a top 
seller today, Kelvin became Its 
editor. 


























































A terriflad Kelvin Gosnell har 
bensath an RAF rescue Sea King 
helicopter. 









Photography by lan Kennedy | 
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Abgoua Jú Incéntivadiorturara Bo number of strip characters, | | dC 

Arcade Soltwaro ES LousSo da from Dan Dare In the UK to In last month's issue we gave | 
Bisby Computer Games am Mitroimania 48 Storm in The Netherlands. He. | an inçorrect É ubrre in the review 
Carci cotar aurarro itruTedd B continues to handle feature for GRAND PRIX DRIVER by 
Case Computer Simutatióno 1 Migrosphera a ] WOFK, particularty In aviation, Britannia. The price of E5.95 
EDS. Microsystom tió ico da saia “1 | Since-he discovered this gets quoted should have read £6.95 
Crash Micro Games Aston E) Partecuon Suitwiro 17 him free flights in an âlso, in our Guide section 
Crystal Computing a Pera ap. | assortment of flying machines. | the review JUNGLE TROUBLE 
Currah Computer Components. BO Dulokalhia Hp He cannot decide what has should have ascribed the game | 
Ligitatintegration 6 Save So tara “a been his best aerial experience | firmly to Durrell Software, the 
Dil Batiwara Ei aitverao!! dá — playing at the Battle of producers of the game, as 

Boro Sotiwaro 15 Bottware Projocta aa Britain in a Tiger Moth v artech are actually Durrell's 
Pei 9 Evde Bá Chipmunk coguen! over Kent distributor and have no hand in 
ia ei ã E seia Es sã | was good, but so was being the writing or producing of the 
"Gussht Ea Uitimais ; target for the day” for an RAF game. We apologise for our 
Hewnon Consultants Vortex | rescue Sea King in Norfolk. error. 
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Each month ll be choosing the best letter rom thê 
isca ana, as well as publishing it, Fl send the writer £12 


worth o 


software of his or her choice (itcanbetwocasseites 


as long as they come within the £ 12). I've had to grovel on 
| bended knee to the editor for this, so you'd better be grateful! 


Send your lettars to Lloyd Mar 


ram, CRASH Forum, PO 


Box 10, Ludiow, Shropshire SY8 1DB. | can't promise to print 
everything that comes in becalise space is precious (I'm told) 


| but Nildo my best. 
“tam shocked to see just how 





many letters we have received 
| already. Don't get me wrong, 
due % | foi ç 
aren't you sil suppo 
| eai dl dão 
7 oard or 
-Stll, | guess it's 
after Us 
o ceu you shoul 
e ala to got o our 


h, thank you 
o a lot have 





made the CHÁSH team blush 





Lhave just bought Lhe first edition of | 


CRASH and | cannot wait for the 

second one to come ouL. Although | 

am not yei a Spectrum owner, | hope 

to be one soon, as | have had one on 
order for the is Den thres wagks. 

|  Thavealso bought a number of 


other magazines and software 
reviews, Put none of them go Into so | Cambridos. 
| INDEX TO REVIEWS IN THIS ISSUE 
DODMSEDAY CASTLE, 
ANDROID 2 Vortex 13º EARTH DEFENCE, Arte 37 
APPLE JAM, DK Trinics 11 ENERGY 30,000, ELM. 12 
ATIC ATAC, Ultimate SF. FIGHTER PILOT, Digital 
BATTLE 1917,€C5. Ba Integration me. 
BIRDS & BEES, Buu-Byto 40, FREEZBEES, Silversuit 109 


THE BIRDS, Rabbit 38 
BUBBLE TROUBLE, Arcade 71 


| BULL TABLES, Lotus-Soft 95 
| CASTLE BLACKSTAR, 

SER. 108 

CHUCKIE EGG, ABF 14 


CRUISE ATTACK, Mikrogen 73 

DIMENSION DEST RUCTORS, 

| Arte Tá 
DODGE CITY, Phoenix tos 

10 
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to the roots of their ed hair. 
T WE 
printed them would make 
le believe | made them up. 
In the event lt was a tough task 
to pick out a winner, especially 
as some cute cookies olered 


me bribes in the form of fiattory | 


(HI get you nowhere. . .) Alter 
la reflection | thought this 
Pag from Mr. Ashton to treat 

simulation game with more 
respect was a nam of some 
very good letter 


my mind is a meatilito! and 
the spesd'o! the-sub, th "controls. 
that neBe using ato, ara excellent. 
Tarpaddes do run thal slowly, and 
thalagonising melt that the real 
fe lh 
raprasen re: 
bEyou want fast action, buy either 
E fantasy game or areal te pare o! 
ubfáct, Please do not dock 





amazingiy aoqurato. 
MALU. tor, Haltorror-Lune, 
Lançastar, 


Ng u ior Yourkind 
Oui Mr Ashton. This is tha 
ind e a we want to hear 
ali readurs: Of course, you are 
about Huntor-Killer; [Um afraid 
irma poor judgs-as | am nó by any 
means a dei Maga O 
tha slow simultatiors tend Lo leave 
me gold. Uniortumatety a lot ofipur 
voung reviawers site móvrent are 
dedicated Ergade players and'less 
given te 4he joys olmare Lhought- 
provoRina games perhaps. Hopotuly 
dee rs Competition Im the 
last lESua, Wi “AUS NOME 
adverturars andawar-gamers into 
Epi our pooreditors bahalf! 


much detail as CRASH. This 
gazine will certainty help me and 
|. ne do many others in choosing the 
tams to buy. | also liked 
no articte on Interfaces and 
dad and | hopa vou continue to 
include items like this each month. 
Atl In ah, Top. well spent! Keep up 


he quod work. 
BM. Markite, Marshall Rosd, 


FRENCHIS FUNÇC DS, By 
GAMES DESIGNER; 
Quieksilus -8€) 
THE GUARDIAN, PSS. 39 
HOUSE OF THE LIVING 
DEAD, PhippsAssoc. Et 
HUMPTY DUMPTY MYSTERY, 
Wiicigr! 27 
HUNCHBACK, Ocean 73 
UM IN SHOCK, Artic 15 


É R ICK ul É | 


|| Just thought Pd write to say what.a 


great mag you're writing. Does that 
get me the 12 quid? No ? Ah well, 
we always live in ho! ado bl at 
last us Spurtocratio H rs 
(Spectrum users with an afti pity to 
medem, altermalivo databases, 
Bhooting many à green man and 
loud nolses) have got a decent 
magazine that deais specifically 
with tha Spectrum. Many readers 
may not know il but the best add-on 
tor tha Spectrum in my opinion is 
the Prism VTX 5000 modem. If's 
greai tun. Especialiy using Micronel 
— all that software with nó postal 
detays! 
befor my favourite soltware, thal 

has to be Lunar lr Atic Atac 
icompleted), Ant Attack and 

Chegquereo Flag. 

Oh well, | E unPe I've said 

enough, do get the £12? ia 

| prove 

Stephen Laçgey aka The Mad 

| Hacker. 


Keep up this unbridiad iniito bi 
letter writing, Stephen, and you 
“could earn yourself a fortune in no 
time! gel L. + 


| own a 48K Spectrum, with which | 


“am very pteased, but I'm already fed 
up with the keyboard (aren't we all! 
| Ahought-about senna aFitit 
Yourself keyboard, but fitting these 
É involves opening up the computer 
É which makes the quarantee invalid. | 
| was wondaring whether anyone 
ma makes keyboards for tha Spectrum 
which just fiton top of the. 
computer: Or a plug-in keyboard, 
currently avallable for the ZX81. 
also am planning on buying a 
reconditioned or second hand. 
colour televisjon to use with my 
Spectrum. Do you think lhisds ind 
: Plenge could china give me some: 
“advice on buying colour televisigns. 
Nam: urranitiy using the family set 
which is a PrINIpS S745 pg E 
colour set and il gives a ve 
 parformarmea. Do Telatext T 
generally ge a much sete 
performance? 
| think CRASH Mag is brill! And 
| having à phonein chart is fantastic! 
Karl Ftaschka, Wembiey, Middx, 


| 

E Karl, our technical dept, will be 
À writing soon regarding FLY. 
 meantime, | have a Teletext too but 
it gives no better result than my 
edi portabie colour TV. LM 


| E Mastral REA 1 
PO EAD É Cr 


I've nothing carnh-shattering to Fay 
about games as liam very new to the 
scene, but | would like to 
congratulate you ón your superb 

|" new magazine. Please don't alter il, 
tis just perfect the way lt is: [ve 
never known a magazine to lake me 
so longo read, no ot because it was 
boring but becáuse there was 50 
much information crammed into it. 
The reviews were lhe finastand 


KNOCKOUT, Mikrogen 
KRAKATDA, Abbex 70 
LASERWARP, Mikrogen 4 
MAGIC MEANIES, CDS. 
MICROBOT, Sottek 18 
MR WIMPY, Degan 76 
MOUNTAINS OF KET, 


Incêntive om 
1984, Incentive Vos 
OMEGA RUN, C Eis 


PAINTROX, Prim E AURRER 72 


PARATROOPERS, Flatabirt 101 
PATHFINDER, Wicdgit E] 
PAT THE POSTMAN, 

Mitercigum 74 
PI-EYED, Automata 3 


POTTY PAINTER, Rabbit 12 


| faca are 


or Letters continug on page 92 | 





most com late avallabla and are the | 
end ones ha Ei Aeon x future to b 
bo ab e A 
on m 
ri Exen ou fon apantthE | 
ção couple of months Ssarino 
and reading computer mags to 
determine which | would continue 
with once Lhad my micro. 
à thought Acerte vt 
seeing pi detayed but worth | 
mag, which forced me to change my 


| mind. Keep up the excellent work 


and est WIErOE for the future. 
lan Foster, Uttoxeter, Stafís. 


Thanks for your comments; lan. 

Sorry abou! the delay too! We frag | 

an issue dinod up for November 18 E 

last, but there were so many now | 
títies que out before Christmas that 

the news trade ashed us to delay | 

until alter the holiday. “By the time 

we knew of this delay it was too late 

to pull! out those two ads tha! 


pç with Lhe earlier date. 


NO LISTINES 


jazina | 
m owners have been 
for. | hope you don't ES 
sales E ause of the name CRASH. 
| think SPECTRUM should have. 
been pari of the titia. 
Please review utility [ 
Em glad you haven't clutterred up 
iha pages with program listings, 
which never compare qua dd 
commercial games. | d 
nd trips, PI pu to the BEANO 


Rd. Hammond, Pickering, N. 
orks. | 


Thanks for the new mea 
of Spec It's just what t 
D 







nt E 
said he same about SH too but 
mdcatias isto 7.) 





im 
CRASH as nado ali | 
soon be appearing in Cuide | 
Section Um told. Program Listi NM 
were never, sver on the agenda | | 
CRASH! Eno just Ea bind room | | 
de rã rry about the 
uu won't find s something 
lhe THE CERMINAL MAN in Bsano. 
he overall plana for the story are 
ice interestii ar 
el er rei 





more a pi it's pude 
nment with 


strategy, adventure and arcade 1 


| pvertones. | don't see oniy 
“Quicksilva should be allowad togot 
Ed with the Faluvian Empire! 





PUNCHY, Mr Micro 14 
THE PYRAMID, Fantasy. 25 


ROBOT RIOT, Silversoft 100 
ROBOT RUNNER, Longman ES) 
ROMMEL'S REVENGE, | 
Crystal 1] 
SCUBA DIVE, Durreil B8 | 1 


SPECIAL AGENT, Heinemann 98 | 


SPEED DUEL, DK Trinics 100 | | 
STARCLASH, Micromega 104 | 1 
STONKERS, Imagina 102 | dd 
SUPER SNAILS, Games 
Machina 15 | 


THRUSTA, Software Projects 35 | 1 
TRIAD, Ambas 78 | 


WHEELIE, Microsphere 25 
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A NEW DIMENSION IN EXCITEMENT FROM VORTEX SOFTWARE. 


am . Pes 









Stop the advance of the Millitoids. Survive the maze PLEASE RUSH ME: ARE SRU SR “cm? | 
ot death, rationalise the paradox zone and overcome | ——— = SPECTRUM dAKR | 
he dangers encountered in the flatlands. KEYBOARD, JOYSTICK OPTION | 


Achieve this and retum to the 
transporter capsule before the deadline. 
But beware. There are lethal Hoverdroids, 
Bouncers and land mines everywhere. 


| |ANDROIDTWO(GS) £5.95 EACH | 

TOTAL VALUE f, 
ERR E Es Enclose PO/cheque payable to VORTEX SOFTWARE | 
3D full colour graphic effects, machine | 
code fast action and multi-screen 
wiaparound zóones make Android Two à 
mindblowing action game: 


SEEK OUT ANDROID TWO AT 


e e e —— e 


NAME Gatto tTo pes NT eo | 
ADDRESS 


Send to mail order address: | 
VORTEX SOFTWARE 280 BROOELANDS ROAD MANCHESTER MZ20HD | 
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Energy 30,000 


Producer: ELM 
Computers | 
Memory required: 48K 
Retail price: £4.90 
Language: Machine code 
Author: Paul Braithwaite 


The cassette inlay explains 
that it is the year 30,000 
(that's a long, long way cd 
and vou have been recruit 

by Dr. Minestorm who has 
discovered that Pink Tar left 
over In the old mines of the 
g0th Century can be used as 
an alternative fuel to 
Uranium, which is running 
| out. Your task is to mine the 
Pink Tar by using a bulldozer 


bang up to date in the year | 
50.090). 


| 0). This is done by driv- 
“Ing the bulidozer down onto 
the tar and moving away 
quickly with it to the fuel 
store. Ten chunks will fill the 
uota forthat mine, and work 
then moves onto another. 
The mine is infested with 
creepy crawlies (show us a 
mine that isn't these days), 
and if the bulldozer runs into 
one — it's kapoom 
The screen is divided 
horizontally by four mine 
| shafts (floors really) with a 
vertical shaft down the cen- 
tre. There is also a bottom 
floor. The rock floors actual- 
ly resemble Pirelli tyre 
marks, and are made up of 
numerous little black rocks, 
with the occasional pink one. 
Your bulidozer can craw! left 
and right, descending or 
returning by the shaft. The 
screen is wrap around. 


CRITICISM 


“This is an extremely 
single minded game — 
either you'll love it, or 
| you'llhate it. If you like It, iv 
| probably drive you mad! The 
bulldozer moves very quickly 
and positively, so it requires 
lightning reflexes and a 
mastery Of techniques. What 
they don'ttell you In the inlay 
| is that if you so much as 
brush a black blob of rock 
you Dlow up, and If you 
manage to drop down (at that 
| speed) accurately on a pink 
blob, the second you have 
got it, where it was turns 
black and — bang! So you 
| learn to get the bulldozer just 
above the level of the floor, 
wait for a pink blob and then 
| hit the down and forward key 
almost simultaneously. So 
simple, so maddening and 
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utterly addictive. 
“The graphics are nothing 
to- write home about, very 


| simple and quite small, and 


the game idea |s very simple, 
but because of its speed and 
the accuracy it demands 
from the player, 'm sure this 


| is going to appeal to a lot of 


snappy arcade players.' 

"The least of your pro- 
blems are the creeple 
crawlies, sai just when 
you're one chunk away from 








a quota, and Fl gr up 


the shaft, you can 
wretched thing will snake 
out and wallop you. Ever so 


| fast, and requires hair trigger 


responses, which fortunate- 
y the keys provide, but the 
fingers don't always! Good 
value. 


“COMMENTS 


Control keys: 2/X leftiright, 
J upidown, well laid out 





Potty Painter 


Producer: Rabbit 


Memory required: 48K 


Retail price: 5.99 
Language: Machine code 


“Buthor: J.F. Cain 


Potty Painter is an “Armidar 
paint the squares copy with 
three screens. The screen is 
divided up into 24 ree- 
tangles, six columns of four 
shapes all defined by dotted 


lines. Each box contains a 


score figure, 100, 300 or 500 
depending on its area. You 
must walk your monkey 
along the dotted lines until à 


square has been surround- 
-ed, when il changes colour 


and vou get the points. As 
this is going on there are two 
nasties chasing you. On 








completing the screen the 
scene cuts to a bonus screen 
ofgrids where you mustgeta 


| teddy bear, who slides 


downwards, to slide down 


the correct pole to his | | 


banana. 
The third screen is very 


Similar to the first except 


that you are a paint roller 
now and the chasers are two 
teddy bears, Another maan 
trick is that there is a time 


limit which eats away the ||. 
value of the rectangles, so 


it's important to complete as 
many as you can in the least 
possible time. Completing 
thisscreen takes you backto 
the start screen again but 
with three chasers this time 
round. In some visual 
respects this game looks 
simitar to Romik's Colour 
Clash. 





| Joystick: Kempston 


| g | 
= | Skill levels: gets impossible 





| addictive, good value. 
sure a | 





Use ofcomputer 68% 
Graphics 80% 
Playability B0% 
Getting started 63% | 
Addictive qualities 95% 
Value for money 70% 

| Qverall 73% 


| CRITICISM 


| longer life; and some sound 


“theoriginal, with reasonable 


Keyboard play: highly 
responsive 
Colour: sato 
Graphics: fairly small, 
simple and perfectly 


Sound: good 

after being hard 

Lives: 3 

General rating: Maddening, 





TE | 


“This isn't a particularly at- 
tractive looking game, | 
although that is more the 
fault of the game type than 
the program, which uses a 
nice mix of colours. Just that 
the dotted lines tend to make 
It look like a job centre form 
to fill out! Overall | found it 
very playable, but it would 
have been beiter if there had 
been some speed selections, 
which might have given it a 


would have helped. 
The game is a fair copy of 


graphics, the nasties es- 
pecially so. The sound is. 
rather sparse, just a beep 
when you're caught. The 
game is mildly addictive, it's 
not original, but if you like ar- 
cade copies, then it is ade- 
quate.' 
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A classic painter but a bit potty. 


'For someone who has 
never played this type of 
game in the arcades, | think it 
would have been better to 





-say more about it in the inlay 


than it actually does. On the 
whole | thought this was a 
reasonable copy of what Is 











- |as good 
| whereas In computer games 
the opposite seems to be | 


now a fairiy old arcade game | 
— not bad, not wonderful | 
either. The user-definable 
keys are a great help. 


COMMENTS 


Control keys: cursors, or 


| user-definable, 4 directions 


required 
Joystick: AGF, Protek 
ard play: responsive 


| Colour: reasonable 


É cd average to good 


und: poor 
SkIIl levels: gets harder 
gach round 


Lives: 5 
General rating: average, but 
reasonable addictive 
Use of computer 68% | 
| Graphics 55% 
Playability 58% 
Getting started 60% 
Addictive qualítios 57% 
Value for money 590 
Overall 60% 
Sacra secs io csmib eeaegas 


Android 2 


Producer: Vortex 

Memory required: 48K 
Retail price: E5.95 
Language: Machine code 
Author: Costa Panayi 


In the film industry they tend 
to say that sequels are never 
as the originais, 


trua. If you bought and 
ptayed Android 1, then you 
may be in for a shock with 
Android 2 — it's not only bet- 
ter, ifs staggeringly better! 
A lot of recent releases have 
faaturad wonderful graphics 


forent th often have to do dif- 
ent things, but overall our 


| convolute 


and it's unfair to compare 
“one with another when the 








revigwers thought Android 2 
had det about the best, 
possibly as good as any 
other game for the Spectrum 
to date. 

The story is as old as the 
Spectrum itself — stop the 
advance of the Millitolds, 
survive the maze of death, ra- 
tionalise the paradox zone, 
overcome the dangers of the 
flatlands and achieve all this 
before the departure 
deadline, No problem! 
Vortex describe this as a 
mindblowing action game, 
and deservedly so. 

Ht's hard to describe the 
screen display, because the 
area Is nego nart massively 

maze, part open 
space within areas of the en- 


compassing maze. The view | 
is solid 3D, seen from well | 
above and slightly to one. 
side. The aittract mode. 
scrolis at a furlous pace in a | 


diagonal direction across 


the playing area, and gives a 


frightening idea of what is 


| ahead of you. 


- The object is to destroy 
five Millitoids in each of the 
three zones, These other 
wise pleasant creatures re- 
quire three shots to the head. 
In carrying out this mission 


you must watch out for the | 


numerous land mines, 
Hoverdroids (one blast), and 
Bouncers, which are in- 
destructibla but very predic- 
table. Android 2 is equipped 
with a head mounted photon 
blaster of unlimited power — 
he needs it! Good luck! 


“CRITICISM 


'H you have seen 3D Ant 
Attack then you will know 
that the graphics are great 
but that the game itself is not 
so good, well Androld 2 Is a 
game with great 3D graphics 
and is also a good game in 
itself. The animation is good, 
a well laid out screen, and 
generally a great shoot'em 
up games. 


Android 2 — tha a-mazing superior Robot. 


'Every detail of this game 
has been polished, even the 
instructions are beautifully 
done. The- sound is excellent 
and very characterful. It's 
such a massive undertaking 
that I'm sure people will be 
playing if for ages without 
ever getting anywhere near 
exploring all the maze. You 
have to watch out for mean 
landmines, especially in 
passages where the floor is 
obscured by the perspective 
viow. Addictive because of 
the gaia idea and the fan- 
tastic graphics.' 

The game is ver 
challenging, in fact | found it 
hard and good to play. Good 
graphics, with lots of move- 
ment and good value for 
money. 


COMMENTS 


Control keys: 1/Q up/down, 
cats lefUright, bottom row = 
re 

Joystick: Kempston 
Keyboard play: very 
responsive 

Colour: excellent 

Graphics: excellent 

Sound: excellent 

Skill levels: who needs 'em? 

Lives: 5 | 

Screens: continuously 

scrolling 

General rating: excellent on 

almost all counts, highly 

addletive and first rate 

value for money. Highly 


recommended 

Use of computer 80%% 
Graphics 965% 
Playability 92% 
Getting started 90% 
Addictive qualities 90% 
Value for money 89 % 
Overall 90% 





Alchemist 


Producer: Imagine 
Memory required: 48K 
Retail price: £5.50 
Language: Machine code 
Author: lan Weatherbum 


This is Imagine's first step in- 
to the mist-shrouded. world 
of terror and mystery, 
Warlocks and monsters, 


<< | Wizards and spells. It still 








isn't a proper adventure, 
much more of an arcade type 
game, but with adventure 
overtones. You, the most 
skilful Alchemist on Earth, 
have been summoned to do 


| warlock 


“much more. 





battle with the: Evil Warlock 
who is terrorising the Land. 
You must enter his dread 
castle, find the four sections. 
of the magic scroll, which 
will enable you to render the 
Warlock powerless by using | 
his own Spell of Destruction | 
against him. 

Playing the game is quite a 
complicated matter. The 
Alchemist can wander about 
as himself until he reaches a 
drop ora steep hill, andthese 
obstacles may be overcome 
by transforming into an 
eagle, which is made to fly by 
Happing its wings. The dread 
castle is full of rooms, 
caverns, passageways and 
stairs, filled with a wide 
variety of monsters, useful 
objects and minor spells 
which may be used once, 
and of course the four pieces 
of the magic scroll. The 
Alchemist is only allowed to 

car oné object at a time 
(an he's irao most skilful!) 
so a strategy element creeps 


Any type of movement, or 
bumping into objects, or 
transformations, deplete 
your stamina. This |s main- | 
tained ts passing over food 
packs (if you were an evil 
eeping skilful 
Alchemists at bay, would 
vou leave food packs lying 
around your castle)? 

The two weapons you 
poaanaa, hurling lightning 

lts or casting spells If you 
have found one, use up your 
energy, which is replenished 
paid by time. Encounters 

monsters also drain | 
you, though this depends on | 
whether you are carrying 
some useful object like an 
axe ora sword. So there tis, 
O Skilful Qne — care to have 
ago? 


CRITICISM 


'On your mission you will 
encounter many problems, 
like finding a key to open a 
door, and many Guardians 
such as lobsters, ghosts, | 
brooms, skulls, bats, evil but- 
terflies, swords which attack 

ou, snails, caterpillars, 
nes, axes, a boulder and 
The presenta- 

tion is very good, with a high | 
quality title screen and ade- | 
quate instruction, although a 
bit more advice would not go 
amiss! The graphics are very 
good and so is the sound, 
with a rather spooky organ 
tune which sets the scene 
well. In playing, ju game is 
extremely ao fun and very 
addictive. finitely another 
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Time is running out for the Alchemist. . 


winner for Imagine. Oh, by 
the way — don't pick up the 
trap thinking you can use it 
as one — it will explode dur- 
| Ing Ne game, destroying 


“The Alehemist is an 
Pta game which is funto 
; not onl' 

po icult, but because it also 
hãs excepiional graphies, 
lots of them, all well design- 


ed and animated. Control . 
ing the ra requires a | 


Handiul of keys which take 
some mastering. but they 


seem quite well latd out. The. 


game is not unilke Atic Atac 
in feeling, and has about the 
same level of playability, 
Although It couldn't be call 
ed à shoot em up, it still 
' manages to be very addie- 
tive, since itis so ecasyto lose 
your one life.” 


“This is a game which is | 


fun and has so much detail 
to explore in the massive 
castle that itmakes you se 
to keep playing. That said, | 
didn'tthink it was terribly ad- 
“dictive, although Vl probably 
want to 9º back after some 
time ano have another go. 
Excellent graphics and use 


Chuckie Egg 


| Producer: À & F 
Software 

Memory required: 48K 
Retail price: £7.90 


Language: Machine code | 


Author: N. Alderton 


A & F have added to the 
dei of the Platform 
Game th their Chuckie 
Egg, which contains some of 
the best screen combina- 


tions since the original arm 


cade versions of Donkey 
Kong'. The aim of the game 
is simplicity In itself. You are 
alittie yellow — well chicken 
K looks like, but probably a 


IPI "ol farmer boy, with a | 


wide brimmed hat, and you 
Imust travel the wide plat- 
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because it is | 





of colour. An Imagine-ative 
game and obviously worth 
the money. 


COMMENTS 


' Control keys: seven keys 


are used to walkifly left and 
right, transform, cast a 
spell/hurl lightning, fla 
wings, pick upidrop objects 


“and pick upidrop spelis. The 


Quit key (1) seemed 
dangerously near the other 
action Paatiçá 

Joystick: Kempston, Fuller 
Colour: very good 
Graphics: excellent 
Sound: very good 

Skill levels: 1 

Lives: 1 

Screens: continuous 
scrolling 


' General rating: excellent 


Use ofcomputer B0% 
Graphics B5% 
| Plavyability 80 9% 
Getting started 68% 
Addictive qualities 89% 
Value for money 95% 
Overall 85% 





forms collecting eggs, whilst 


avoidin ng the understandably | 


agitated chickens. Depen- 
din on the screen, there are 
various combinations of 
long and short platforms at 
different heights, connected 


“with ladders andior lifis. 


Às you go through the 
screens so the set ups 
become more difficult, with 


more eggs to collect and | 


more hens chasing, and 
more piles of — hen manure, 
to put it politely, to avoid. 
CRITICISM 


This game has a very 


| g00d use of colour, very 


good, bri 
animat 
ção climbing ladders, jump- 

ng over holes, jumping down 
from one level to another, 
riding lifts, and generally col- 


E raphics, neatly 


i detailed. lthas | 
Punch & Judy shows pro- 








lecting eggs like a maniac. | 
found fun and addictive! It 
also ad you user 
definable keys and games 
for up to four players. 

“This is hardly a new game 
type, but it's certainly an ex- 
celtent addition to the collec- 
tion of Ja li judo air 
derclimbingnastyavoiding 


| aaa for the Spectrum. 


hat makes it a a 
apart from the ve 
graphics and souno, is ago 
construction of the va rious 
platforms. These soon get to 
be very complicated, and like 
the best arcade originais, 
you must plan your way 
round carefully. The control 
keys are highly responsive, 
your man jumping beautiful- 
ly, even reversing direction in 
mid-jump if you time it right. 
Very adoictive and nicely 
frustrating.' 

thad a lot of trouble at 
first getting my man to climb 
or descend ladders, but this 
Isatrickofthe program. He's 
very difficult to centre if 


| A re being careful about 


ining up, whereas if you 
dash at a ladder and have the 
ascendidescend key also 
pressed, he whizzes straight 
up as desired. What must be 


| remembered is .to change 


directional keys while whizz- 


| ing, or he may end up going 
| inthe wrong direction at the 





top of the ladder. One kind- 
ness is that he can withstand 
some tremendous falls from 
one level to another. An ex- 
cellent arcade game, with 
high addictivity built in. But 
As Nf expensive at almost 
the one drawback.' 


COMMENTS 


Control keys: user- 
definable, 4 direction and 
one jump needed. 
doreticho Can be set up to 
cope with most and works 
with Fuller anyway. 
Keyboard play: highly 
responsive 
at very good 

r cs: very good 
er continuous and 


| Skill levels: gets harder with 


every screen 


Lives: 5 
"Features: speech 


vocabulary with Fuller Box, 
and 1/2/3/4 ag games 


General rat highl 
addietive, an em frio io 
Useofcomputer 90% 

' Graphics 80% 
Playability B5% 

Getting started 78% 
Addictive qualities 80% 
Value for money 65% 
Overall 


80% 


Eggs i is eggs in Chuckcie Ego but watch out for the chickens. 


Punchy 


Producer: Mr. Micro 
Memory required: 48K 
Retail price: £6.90 
Language: Machine code 


bably still exist at the British 
seaside, but there's no 
longer any need to travel 





Piz: 





afieid to see a show. Mr. 
Micro can now bring you all 
the glitter and sand, right at 
home on your Spectrum. 


This game has similaríties | | 


with Hunchback, but it is all 
couched in proper Punch & 
Judy terms — and it speaks! 

The playing area is a very 


| expanded and colourful pup- 
| pet stage which makes up 16 
| Screens, at the end of which | 


Punch has Judy locked up. 
You are the hero, Bobby, and 
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Knocked out by a custard pie, hero Bobby hears the horrible Iaughter 
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of the thoairical mask above — That's the way to do it! 


| you must rescue Judy by 
Jumping over or ducking 
under rotten tomatoes 
| thrown by Punch, leap over 
-gaps, use the flying carpet, 
swing from the angels' tails 
and avoid the back-attacking 
custard pies, whilst leaping 
over gaps filled with soldiers 
and clubs. Every once in a 
while Judy will throw a 
| sausage. If Bobby catches 
three of these they can be us- 
ed in an emergency to 
transport him to the next 
screen without harm. 
“Ascanner above the stage 
shows Bobby's progress. 
Each screen is timed for 
points and each one com- 


aba awards a policemarn's . 


elmet. For every five 
helmets collected, a bonus is 
added. A neat feature is thai 
without any added hardware, 
the program talks — “That's 
| the way to do it) or, more 
famously, “Rock the baby, 
rock the baby: 


CRITICISM 


ts a very long load, but 
well worth it. The graphies 
must be among the most 
eye-searingly bright I've seen 
on a game 


| decorative scrolls, written in 


gothic text. | really liked the | 


evil little theatrical mask 
“face' that appears in the 
Clouds and laughs when you 
lose a life. The game itself Is 
reasonably difficult to play, 


with timing an essential part, | 


and it gets extremely dif. 
ficult when there are 
tomatoes coming from one 
direction and custard pies 
from another! Bobby jumps 
very well, although it takes a 
bit of practice as this is a 
very laid back hero! Very 
good value. 

The unique thing about 
this game is that il speaks 
understandable English 
without hardware. The use of 
colour is excellent and the 
graphics are smooth and 


| very 9000. Apart from the | 


speech there are very good 
tunes. The whole thing 


All the status . 
details are contained in. 





comes very nicely packaged 


“too, with good instructions 


on the inlay and or-secreen, 
Fou can see the task ahead 
of you with the very good 
demo. It really is great. Just 
buy dt!” 

“Nice simple keys to con- 
trol Bobby, and a difficult 
game. Perhaps it gets a bit 
repetetive after a while, but 


is certainly amusingto play | 
and the graphics combined | 
with the speech make it. 


almost worth the money 
alone. 








| COMMENTS 


Control keys: 6/7 walk 
teftright, zero= jump, 8= 
sausages! 
Joystick: Kempston and will 
work with Sinclair ZX 2 
Keyboard play: positive, 
though jumping takes some 

ractice 

lour: excellent 

Graphics: very good 


"Sound: excellent speech 


and tunes, though a little 
bare during a screen 

Skill levels: 1 

Lives: 3 (1 more after 60,000 


points) 

Screens: 16 

Features: programmed 
speech | 

General rating: excellent 
Use ofcomputer 91% 
Graphics 85% 
Playability 90% 
Getting started 88% 
Addictive qualities 87% 
Value for money 85% 
Overall 88% 





Em In Shock 


Producer: Artic 

Memory required: 16K 
Retail price; E4.95 
Language: Machine code 


So this was what we were 


returning to; a scarred bat. 
tleficld and ashes. We'd | 


travelled across the universe 
to save the Earth, we'd seen 
off the invaders and suffered 
the casualties, only to find it 
had all been a decoy. 

So Um In Shock sets the 
scene for this gridishoot em 
up game. You can move your 
laser base left and right, 
while shooting up. The 
screen is divided into. one 
character squares by green 


grid lines with you (and the | 
Wide frozen shrioks of Iaughter — Em in Shock ! 
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aliens above) sitting in the 
squares. The number of 
aliens depends on how man 

waves you have killed off. 
They move about randomiy, 
very slowy descending. 
should one reach the bottom 
the game is over. Some 
squares have diagonal lines 
filling them, which cause 
your shots to rebound at 
right angles, whereas the 
aliens can fire through them 
quite happily. This requires 
some strategical thinking to 
use the shields to double re- 
bound and thus still hit an 


" “align. Every 3 screens, a com- 


mand ship, resembling a 


spider, crawis across the 


screen half way up, and 
scores a bonus if you hit it. 


CRITICISM 
The graphics are quite 








small and simple and the. 
keys are over-responsive, 
making it very hard to move 
to an adiacent square. The | 
game itself is quite 
reasonable, but something 
of an anti-climax after 
reading the intro on the irilay 
— “The moon was the colour 
of wide frozen shrieks of 
laughter, the frost ran down 
the window — ['m in shock,” 
See what | mean. | 
T thought the graphics 


| and colour were generally | 


rather poor, and the game, 


| though an original idea, does 


tend to get repetetive and is 
very easy to play.' 

| like the energy reflec- 
tors, they added a dimension 
of strategy to an otherwise | 
very ordinary shoot em up, 
But the alien craft could have 
been a bit more energetically 
nasty, it would have made 
the game more interesting to 
play. Very difficult to control 
small movements of the 
laser base too. 


COMMENTS 


| Control keys: very simple, 
| CAPS — V left, B — SPACE 


night, H — ENTER fire 
Joystick: none 
Keyboard play: fast and 
over-responsive 

Use of colour: poor 
Graphics: average, small, 
-character size 

Sound: good 

Skill levels: 5 

Lives: 3 

General rating: fair to 
average, but reasonable 
value for money. 


Use of computer 58% | 
Graphics 47% | 
Playability 52% 
Getting started 62% 
Addictive qualities 50% 
Value for money 58% 
Overall 55% 








Supersnails 


Producer: Games 
Machine 

Memory required: 16K 
Retail price: £5.95 
Language: Machine code 


BE | Author: David Hay 
| Despite a story about Doctor 


Van Winkelhoff who has 
genetically engineered 
snails imported from West 
Africa into a breed of 
Supersnails who leave super | 
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glue trails. behind them, and 
are now trapped in his 
laboratory trying to escape, 
this game turns out to be a 
| 'Light Cycle" grid type game 
made famous byu the movie 
Tron. | 

The aim of the game is to 
trap your oponent and kill 
him or her off by forcing him 
into a wall, your trail or his 
own trail. If you succeed in 
this, a hole opens up in the 
wall and allows you to 
escape. There are four direc- 
tional controls for your snail, 
and in common with other 
games like it, hitting reverse 
of the direction in which you 
are currently travelling |s ins- 
tant death. 





| Superglue trails in the lab. 
CAITICISM 


“The thing that most im- 
ressad me about this game 
is that two players can play 
against each other at the 
same time, or two players 
can play against the com- 
puter as well as one playuer 
against the computer, The in- 
lay card explains al this very 
well, and it is repeated In 
menu form on screen. It is a 
simple idea, but that makes 
it alithe more plavable on the 
lower speeds. At the highest 
level + speed makes it 
“unplayable! 
“This game has the most 
| simple graphics | have ever 
seen — just white lines on a 





is highly addictive.' 
lfyou buy games as much 
tor their colour and graphics 
(as anything else) then you 
ma as well forge 
Supersnails. If, on the other 
hand, you enjoy a fast, utter- 
ly single-minded game, then 
this is about the best ver 
siuon around. The lines move 
extremely smoothly (only 
pixeis after alljand think im 
right in saying that this is the 
only B-directional version, 
which opens up the game's 

tactics quite a bit. 


COMMENTS 
Control keys: player one, 


GIA upldown, 2X teftright: 
plaver two, PIL up/down, 
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blue ground. 's simple but it | 
| specifications, you had to 





| MISYM. SHIFT leftright 


Joystick: Kempston 
Keyboard play: very 
responsive 

Colour: sparse! 


| Graphics: extremely simple 


but very fast 
Sound: continuous but poor 
Skill levels: 9 5 5 


Features: 1 or 2 players 
against each other or the 
computer 

General rating: above 
average to good, addictive. 
Useofcomputer 71% 
Graphics 34% 
Playability 70% 
Getting started 68%. 
Addictivequlities 74% 
Value for money 80 % 
Overall 63% 











| Microbot 


| Producer: Softek 


Memory required: 48K 
Retail price: £5.95 
Language: Machine code 
Author: Andrew Beale 


Andrew Beale has done a | 


number of games for Softek 
and this one will probably be 
accounted as among the 
best. It has similaríties in its 
scenario with the 'you're in- 
side this computer school. 
in this, possibly your 
millionth re-incarnation now, 
vou are a microbol, a 


miniaturised robot, whose | 


task is to enter the electronic 
brains of pr robots 
and repair damage to them. 
The scenario points out that 


ou wanted to be either a | 


rain Surgeon or a truck 
driver, and as you couldi 
possibly meet the necessary 











Broken pipes and brain damage in Microbot. 





become a Brain Surgeon! 

A nice touch about this 
game is that the inside of 
these highly advanced but 
somewhat braln-damaged 
robots resembles the base- 
ment of some huge and 


rambling Victorian mansion 


with unlagged heating pipes. 
There are two types of pipe 
— purple ones and green 


| ones (scenario explains the 


difference, but it's all far too 


| high in technology to repeat 


here) and there are various 
bugs which are causing 
damage to the delicate elec- 


“tronic brain. Despite their 
| variad shapes they come in 


two hues — blue and yellow 
bd is important, but wait 
tor it). 

Your job as microbot is to 
prowl around armed with 


pipes. The repulsa blobs 
keep the nasties at bay for a 


| mo, but lying around ih each 
| brainy chamber are blue and 


param fix-a-tive blobs. 
ouching one turns microbot 
into that colour, and if he 
fires a blob of the correct hue 
ata nasty of the samecolour, 
the blob will destroy it. But 
despite all these fun and 
games, the true nature of the 


coloured blobs is to fix the | 


pipes. When fired close up à 
blue blob will fix a damaged 
purple pipe, and a yehow 
blob fixes a green pipe. Ônce 
used the fix-a-tivas are in- 
stantly replaced ready for 
picking up again. - 
The brain consists of 
twelve chambers, and can be 
seen to the left of the playing 
area in plan form. This scan- 
ner also informs vou of 


where the worst damage Is | 


being done by colour coding. 
it's frightening! 


CRITICISM 


“Fixing holes in the pipes 





“easy, | fóund that this only 


| number of animated bugs 


good in the last few months 


repulsa blobs and fix the | 


made by the nasties is not so 


worked if you bumped into 
tha hole several times and 
then fired the fix-a-tive ball at 
point blank range. The 
graphics are very good with a 


(there's a yellow Pac Man on 
legs in there somewhere) the | 
game is fine, but there was 
something about it that 
made It not as much as | 
could be. Just a feeling, It's 
still a good and interesting 
game and highly original." 

'Graphics in Spectrum 
games have got to be 50 


that it's easy to forget how 
primitive they were only 
recently. In Microbot the 
scenery is mostly angled 
pipes on black, quite simple, | 
vet they are very poe pipes. 
You wouldn't have seen 
pipes like those only a year 
ago! The creepies are good, 
too, and well animated. 
Microbot himself moves 
swiftly, but getting the hang 
of the game techniques | 
takes some time, and could 
have been explained better. | 
shall certainly go back and 
get better. | 
'Nice large graphics and 
very smoothly moving. Not 
too sure about the overall 
qualities of the game — 
grew on me with playing, but 
| get the feeling there aren t 
quite enough objectives In- 
volved to make it very addic- 
tive, although itis funto play. 
| got a bit irritated with the 
finickiness of fixing holes, 
and it seems a pity that the 
blue and yellow blobs can 
only be fired sideways when 
the damned bugs move all 
over the place. An original 
game. 


COMMENTS 


Control keys: A/Z upldown, 
OP teftiright, M = fire 





| Joystick: Kempston, 
Sinclair, AGF, Protex 
Keyboard play: responsive 
| Colour: good 
Graphics: good 
Sound: very good 
| Skill levels: 1: 
| Lives: 3 
screens: 12 
General rating: very good 
Use of computer F3%o | 
Graphics 80% 
| Playability 70% 
Getting started 65% 
Addictive qualities 68% 
Value formoney 80% 
Overall 73% 





ZX SPEC 


À very-exching 100% M/C game io 
test your skill, concentration and ability 
to the full, Shoot the: sound-sensitive 
Mutons, only to be follómed by the Astro 
feel and missiles, which then unisash 
the prerodactyl-like monsters. 

Features include: Pausa Function, Bonus 
Man, and much, much more. 

For the 16K and 48K ZX SPECTRUM, 


ONLY E5.50 incl. p. & p. 
























THE FABULOUS WANDA 
AND THE SECRET OF LIFE 


fer COMMODORE 64 
An adult fantasy 
Cia tado rita dr cegas By ticara 


Tou are travellinag lar 
= from hóme looking tor good 
aa tres around the Linense 
won voa are interceptad 
by the evil Brutus ofihe Fedecamon 
Brutus forces you to go and seek the Secret ol Life, 
the Urmiverço and Everyihino - regue only to the 
Fabulous Wanda, a hostass im the Spaced Out Inivin 
Highsville on fhe planet COPUS, Tou are telepored 
don to Highavife here tre Custom man 
demands money tor Telepor Tax Theresa video 
game inthe Terminal vetir3 credits deh 
Neon pnuare dn your own and you must decide how 
to procsedto Heghsvitte Masnstreetto find the 
varous estabihishrmeanes po ertar ária 


DGLES tor BBC/B 
Designed veth people ot dl ages em mund this 
programme provedes an add to learn and match 
colours as vel as Deng verçostenameng Mot srly 
have colours to be maiched in sequence bit co: 
órdinatión skHis can be doveloped by moving Ena 
corecicolouredOGLE to match a pattern displaçed 
on lhe sçréén, intecost and amuserment are provicie 
by you as Gordon having to-contro your peidos 
Flash by guiding bem to collect lhe matcheng QGLE, 
carry back and to deopat atihe correct position 
There are imo levels o! play 
An easy level for lhe youngêr person 
Acpeotassional level for the older persor anth play 
pgatnstthe-clock and Hail ol Fame, á 

LE COMPETITIONS ARE FUN! EB.35 





PERPEGEION 
BOPTWAamE 


pita sa machine codo, Avon tha ] 
| DOS am dedos to chrmib tha mountaim tó 

THE UNIVERSE AND EVERYTHING caach tha Spear, Then siay the Condor belore ir É 
Catries vou bird tt! 





A et: 


WORD SEER 


ut last — a game truly tor all the family, 


Select between 5 and 20 random words 
to be displayed on the screen. Firmd them 
hidden in the word grid, Word cross-off 
and full cursor movement 

Features include; Word Editor, Load and 
Save your own Words, Give-Up Fune- 
ton, Print-out Option (to take your Word 
Sesker on long, boring journevs). Lots 


“and lots ol fun. 


For tha 16K and 48K ZX SPECTRUM. 
ONLY E4.50 incl. p. & p. 











AVAILABLE AT ALL SPECTRUM SHOPS, HM'v, SELFRIDGES. JOHN MENZIES 
LEISURE ZONE ANO All GODO COMPUTER SHOPS, 


DEALERS PLEASE CONTACT US FOR THE NAME OF YOUR NEAREST DISTRIBUTOR 


NEW RELEASE 
AAARGH! CONDOR for Commodore 64 


BARRELDROP: for 44H SPECTRUM 
Poor Gordon! His drainpipes are blocked again and 
tu cembysaay to clear them ts to dróp barrels down 
hem. Gordonstands on the top of us TogÊ mn 5 
Bares, When the guime starts hello ore dorm 
thescof. Press SPÁCE e drop it through the root! 
acuuritely into the centre ol a drainpipo and yogik 
acore the number of points im the pipe, vehich all 
star to Mash, and Gordornventgettha barro back or 
anothes gá. The barrel wilibe lost il the drop is 
inacóurate, crimo a pipe already friad, bat + Flagh 
fne dogisos hard! E póu know vou re gongo lose 
the barrel and you can ses Flash poeping cu! from 
Lhe bottorm-mghtcorner, press D and Flash wall gave 
ponei yo chean alto pipes, yo vel guia bonus, 
but there's asurprise mn stóre before you gel jhe mes 
Getotpipesto till E5.95 


SUPERSNAILS ar iGk ór48K SPECTAUM 
Sings speciallyimponed Tom Nest Africa are 
being kept bre Dr; Van W'inkbetoe s Latsor ator Ter 
qenste experments; The Doctor hos lurmed them 
neto a suporbégad ot sad miami beu beso) 
tea gf supergipetharno trap arey sisal ouching. 
Two ofthe sais, comtinualhy meo ine-drsd 
controlhad by the players, escapelrom them pams 
intó the taboratoro Untortunately Dolly one od the 
Sais can escape from here into the outsada ortd 
eathout rasing the alarmofou must theretaré trap 
vour ópponent and hei try ihescape through té 
smalidoor which will then appear * R 


Fraturas: * Fast Acgor 100 Iacione Code 
o nie hevelo a EefTicinal Y 
E5.95 “Keyboard or Jovstiçk Control 






1 CHURCH VIEW - TYLORSTOWN - FERNDALE 
RHONDDA - MID GLAMORGAN - CF43 3NE 
TEL: FERNDALE (0443) 730325 







A fast Arcade Acton Gamá 






















EO Ads o 


If vou enjoy arcade shodt-em-up 
games, this 15 the game for you, 15 
sheets of fast-action graphics. Thrills 
alore. Be the Commander of Star-Striker 
ORCE FIGHTER pursuing the enemy 
through its defence system. 

Features include: Bonúys Man, Speed 
Bonus on every sheet, HrScore Record- 
ed, Freeze Frame, Joystick Control, 
Smocth-Action Graphics end lots of 
smooth, arcade aciton. 


For-tha 16K and 48K ZX SPECTRUM. 
| ONLY E5.50 incl. p. &p. 






E a 





DEALER 
ENQUIRIES 
WELCOMED 






tor COMMODORE 64 


for aline fammilyto play 
Werithar vi TOO, Machine 
Code tor supertast action! 
Eber veorks on the = e E 
production line at LEYSPAÇE | 
raves a comiortadade defesa 
the nvemúnottho TEBEBITES 
from the planet TOR. Egherms union has 
beer exterminaied and the Tobbites have lehithes 
deadly Pets running aid in the vorkplacçãe, As thal 
won Lengua, the vil Invaders have forced Egbert 
to take care ót an coa “damaging the Ega millhave 
fatal consequençes for poor Egben. Egbent 5 row 
an piaceyrork -can he eam a decontiwage? Can ha 
over gurvrvo ? NARNING! ou ray gui am ulger by 
playing this game, 
SIX LEVELS DF SKILLANFEOO F WMO CAN DO 
LEVEL 6 SHOULD WAITE AND LET US KNOW! 


ARITHIMETIC FUN-TIME túrTIS9 

Etementary addition, gubtracton, multiplicagon 
and devisn cxercises prod vosbuadio prágiroo 
andador young children ho Bre develodino 
their basic mathamanical sb, 

Uses colou: graphies and sounds to gire a good 
presentabórn vuththe sumos appoarimipan large 
tegtess on a blackbosrd, 

The Cornputer plays back sqrms veuçh the child hua 
Csftacully vet shore the che the correc! 
solubons: Lisos fhe basec TB console E5.95 


Games Machme Ltd. Business & Technology Centrá 
Bussermer Deve, Steveráge, Herts. 561 20X 
Tatephore: [0428/ 216561 


dinda dd a a ii Ri rn id o aa a a a e a E E E md ms 
* Plagse add BOp to cover post and packing Ê k 
= nr TREO tu fer SEND TO: - “ 
: Lenciose a cheque PO. payable to GAMES MACHINE LTD... forê o E 
- or debit my Access Barclaycard aotounpro: GAMES MACHINE LTD,, ; 
E Signidlure O. E od SD í FREEPOST, - : 
; - STEVENAGE, - 
O eras ER a O ED capa ST HERTS 561 27H. - 
: ADDRESS. Lado tes dn tu fee E Con - 
a & 
, DOT DEALERS AND DISTRIUTORS REQUIRED. GAMES ANE "ATIDNAL PROGRAMMES MVANTED PÓR ANE HOME COMPUTERS - 
o E a DEALERS AND DISTRRUTORS REQUIRED rá EDLICA NONAL Ao E] ir maia api & pd E Ee hã E a dao aa aid E 


= 
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Brer! Deep in the confines ol the o a É E 1) | | E fa 31 VT NA Vy/ , V, atá! ARO 
Irosty blue miaze Pengy is pushingo to ço A. a | 1] || FA! ( | 
his way out ofirónbla, Pengy'sfro- E É) 1] PA] | ho 
ren wastelands a random mazk É —— A | na / ! , sa 
consiructed of blue ice blocks j cima a | MA ty 
raded by ihe dreaded Sno-bees, PR sBK SPECTRUM ONLY Tha 
The sno-bee's sting is deadiy, but Ea | trntasu ros Gl TT ANKHAML 

| Pengy can retaliate by squashing -s | À Ea 
them with theice blocks thai he 
pushes around, Pengy s- based 

| on the of this years arcade 

| SUCESSOS, and this: version — 

| capturas all the acion and addio: = 
Hon of the original. Packed Tull,of * 4 Y E 

| features, super smith graphics, 
Hashyng and bonus blocks, double Ju 
score bonuses, dizey bees and F " 
hours ot entertainment! 


| ANY SPECTRUM. 












En 










100% machine code, fast, 
smooth, hires arcade action. 
Kempston, cursor key, joystick 
or keyboard operation. Games 
gr direct £5.95 inc, 

p. + p. 24 HOUR DESPATCH, 
or from good software outlets. 
Trade enquiries invited. Good 
programs always wanted. 


















AME SPECTRUM, Fulhárcado testurespreaneta: cobtlima. 
tour edlortéd dios diana power pocs, veryintoligan | 
chasingrunmema ghoste em lug ghosts for Eonõra, 
dunres, normal dr IMVISIBLE maze, 10 differendoselsot- 
E abit lema 100% macho codo petián, aooçallara tass 
rapina, Eri this girerd iusdra, 









a | 


s 
se, 


* DORIC COMPUTER SERVICES PRESENT de A mm, G | - 
| THE ORACLE'S” AgISN 
CAVE cê 


The Oracie's Cave |s an exciting adventure game containing a unique 
blend oí HIGH RESOLUTION ANIMATED GRAPHICS and text which has 
been designed especially for the 


E e e E 


ni j 
“ ' Em * 





lts many features include: 
* Continuously displayed high resolution graphics 
* Time limit of five “days on every adventure 
* Completely new cave layout, monster position and event sequence 
generated for every game 
* All monsters, articles and lócations depicted to a level of detail that 
pushes SPECTRUM graphics to the limit 


The ciosastyelto a lrug animated graphics adventure. excellent value fôr money Popular 
Computing Wesk!y 

ouperb high resolution with smooth serolling ... with the nights drawing in thisprogram should 
give you plenty to think aboul' Micro Adventure Dec 83. 

“Tha graphics are smooth. starting and exciting. They show the way for the developmentof lhe 
graphics adventure in tha mext year Sinclair User Annual B4 

Each quest is selected by vou at the beginning ol the game and you milkhave five game days in 
which to complete il. Thetime factor is exceptional in adventura games Sinclair User Dec 83 


Available from W H SMITH, selected E Also available direct at £7.95 (Postage and 
branches o[8B00TS andJ MENZIES and [NH] packing iree)from: 


other leading retaiters, BE| DORIC COMPUTER SERVICES, 3 THE OASIS, 


Trade Enquiries welcome mm GLENFIELD, LEICESTER LE3 sas 
Telephone 0533 314345 
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CHRIS PASSEY & MATTHEW 
UFFINDELL revisit some old favourites 
(and some new versions) in our second 

Game Type comparisons 


Ever since Mario lost his girl to the clutches of King 
Kong, there's been trouble up at tEmpire State 
Building! Quite how the particular story line for the 
original game emerged is now lost in the mythology of 
what the arcades called Donkey Kong or Krazy Kong, 


Their popularity in the arcades was probably due to. 


their non-violence and perhaps because people had 
become fed up with shoot the invaders games. 

The simple object of the game is to reach the top of 
the screen and 'rescue' your girl from Kong's clutches. 


To do this you must run along several levels of plat- 
forms and climb ladders while Kong rolls barreis and 
tirebalis down on top of you. This recipe should ideally 
continue for several screens of increasing difficulty. 
There are several versions for the Spectrum ranging 
trom bad to very good, and the selection here (which is 
very representative) contains two tities which mas 
querade as something else, but are still Kong type 
games really. 


E] 
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type. This game, however, 
has the best sound. 
Keyboard play could be 
improved — the keys are all 
along the top row. There are 
bonuses for getting green 


control is very bad, 
unresponsive — just up, 
over and down — terrible, 
The graphics are limited 
and the keys poorly 
positioned. Sound and 








a 
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slope. Now the ape starts 
the barreis rolling. They go 
pr down the ladders 
Killer Kong's seemed to 

- favour falling through 
holes). There are a total of 
four screens, featuring 
fireballs and elevators as 
well, The graphics in this 
game are the best of all, 
and are large (terrifvingly 
large barreis), well animated 
and fast. The man jumps 
well, in fact he goes so high 
his head passes through 
the next floor up. The keys 
are well laid out, it's Kemp- 
ston compatible and there's 
mio mode. 


It takes a long time to load, 
but it's worth the wait, À 
screen appears with five op- 
tions, keyboard, Kempston 
joystick, Quickshot and Pro- 
tek interfaces, demo mode 
and training mode. All four 






We asked our two 
reviewers to rate 

the games compared 

E onascale from O to 100. 


A — Use of computer 






à B— Graphics 





C — Playability 


D — Addictive qualíties 











E — Value for money 
“F— Retail price (in E) 
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KONG COMPARISON TABLE 
RR 


'GODZILLA & 
THE MARTIA 












KONG (Anirog) 







|KRAZY KONG 


form is there, to enable you 
to smash the barrels for 
bonus points. None of the 
other games has this 
feature. Tunes are played at 
the start and end of a 
screen, and at the start it 
says, 'How high can you 
get?' — just like the 
original. !-think this Kong Is 
ne best one. 


KILLER KONG (Blaby) 


| thought this was a good 
version. Here there are five 
screens to complete — all 
are difficult. It requires the 
most skill in timing because 
the-last bit of the top 
section is too low for 
jumping barrels. The game 
has good graphics on the 
whole, but they aren't super- 
smooth due to 'character 
position movement” being 
used as opposed to pixel 











KILLER KNIGHT | 












KONG (Ocean) 


(P.S.5.) 


esEsssssB Soa 


is also the worst of the 
bunch, primarily because 
it's written in BASIC, which 
immediately limits the 
program's capabilities (it's 
also the only 16K version). 
The idea is to run along and 
jump over the martians 
(resembling invading 
barrels) which move from 
side to side. There are also 
ladders to climb on your 
way to the top and holes to 
jump. (Godzilla, meanwhile, 
is protecting your girl — not 
'holding' her). Only one 
screen and only one life. 
The graphics are jerky, and 
jumping is a hit-and-miss 
affair. On the whole, very 
unaddictive. 

CP 


This version barely 
resembles the original at all 
except in the ladders, 
platforms and rescuing “the 
girl of your dreams". Jump 
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ar | eco = Ê mm burgers and also a time colour are also poor (all in | 
isa e RN y bonus. | would recommend BASIC), no joystick options 
ay DZILLA & ESA omediO this version. and generally well below | 
, pá MARTIANS Ter | | CP eis standards. 
ta | DR | Killer Kong is a version with 
Pc do | | many ladders and is not at 
its | ocart o. all like the engigas may, It 
PEA je tg] <RAZY KONG PSS is just à miss-the-fireball 
ts E | | pe game, e | found it very 
ar qe | Ro playable. The jumps need to 
a de di E mm be timed right (like Anirog's 
Ary : | version) because the 
a Ci rp — graphics aren't smooth. ! 
no is: | | = can say the sound is great 
e! | - = | E and the colour is well used. 
Ra It's much more addictive 
a ERR RA do ih aa Anirog's baga and 
so NNE if screens are identical to the as more joystick options. 
ay KONG (Ocean) arcade original — even the | MU é is 
pio — detail of the ape smashing | | 
ai Ocean's Ron isaciose down the girders into dif- COD THE 
W. copy to the original. It starts ferent angles at the start. | 
: well with Kong making Graphics are big, bright and 
ri: his entry, climbing to the smooth with just the right This one has the most 
nda top, then stomping and amount of fadoers. Even the original title and also the 
 — “Causing the girders to hammer on the second plat-  classiest packagina, but it 


KONG (Anirog) 


A different story here — 
this is more of a Kong copy 
and quite reasonable. It 
contains quite good . 
graphics and is possibly the | 
most colourful, The keys are 

well laid out, making It very 
playable. Four screens 

featuring barrels, fireballs, 

lifts etc. Bonuses are 

available in the form of 

umbrellas and handbags. 

and there's a time limit to 

deter walting around. The | 
jumping is rather quick and | 
needs careful timing 
though. 

CP 


This version doesn't start 
off too well — no screen | 


page, and the inlay says 
nothing about joystick | 
options although once 


loaded it informs you that | 
it's Kempston compatible | 
(sigh — unplug computer, 
fit interface and reload). À 
demo autoruns after 3 
seconds. Screen 1 looks 
like screen 2 of the arcade 
original except there are no 
conveyor belts. Screen 2 is 
very much like screen 1 but 
with more ladders leading 
up to the next platform. 
here are lifts on the third 
screen, but only the fourth 
screen looks like the 


original, where you must 


pull blocks out of the fivor 
and watch Kong fall. The 
demo had nice smooth 
graphics, but the game 
didn't. | found the jump 
disappointing — you must 


| jump when a fireball is right 


against you, or you'll land 
on top of it. The colour and 
sound is well used, and a 
fair game can be played on 
this version, although | 
think Anirog have overdone 
a o the ladders. 


KILLER KNIGHT 


Apart from Krazy Kong, this 
Is the only version with a 
ioading screen picture. The 
game itself is a variation on 
the Kong theme — rescue 
your girl from the clutches 
of the evil black knight. 
There's the usual barrels 
and holes to jump and 
ladders to climb. Also a 
handy umbrella to break 
and accidental fall (once). 
The game is very fast, 

robably the fastest of the 
ot, but the graphics are 
rather small and colourless. 
Jumping is sudden and 
control generally is difficult 
due to speed and poor 
keyboard layout. Ladder 
elimbing is automatic, so 
there's no going back! This 
Is a difficult game to play 
(nota bad thing), but with 
ts uninspiring graphics and 
lack of playability, | didn't 
Pg enjoy H. 


| found Killer Knight very 
difficult to play because 
fump control isvery 
oifticuit. | know I've said the 
same gbout the Anirog 
Kong and Killer Kong, but 
here there seems to be no 
feel" to the jump, perhaps 
because it happens so 
quickly. Poor sound and 
even worse colour drops 
this game's value. | also get 
the feeling this is compiled 
mic — the poor block 
graphics with uninteresting 
UDGs make it not worth 
considering if you are aíter 
vá er Kong game. 


“KRAZY KONG (PSS.S,) 


This is quite a close copy of 
the arcade Krazy Kong and 
includes barrels, fireballs, 
conveyor belts and lifts. The 
barrels drop through the 
platforms randomly as well 
as descending the ladders 
on top of you. The man is 
well animated and jumps 
very generously (which 
doesn't mean it's easy)! | 
didn't like the key positions 
— all On the top row, There 
Is a time limit for a bonus 
and water buckets for 
bonuses. Nice loading 
screen which matches the 
cassette inlay. Four screens 
in this version with well 
Fabi hazards. 


P.5.5.'5 version, which has 
onty just come out, is very 
like the arcade original. 
Your man is well animated 
and walks smoothly on his 
way to rescue the girl. All 
the characters are a bit 
small but nothing to 
complain about, and the 
man jumps very well. The 
game is colourtul, tuneful 
and very playable — second 
to Ocean's Kong in fact All 
the keys are well positioned 
— Could be used with 
Sinclair Interface 2 but not 
stated anywhere [Kempston 
compatible). Ocean's 
version comes out with 
flying colours, closely 

por ana by this one, 


Next Month: Missile Command 
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SINCLAIR TALKS TO 
CRASH 

Details have just been arranged 

for Alison Maguire, Software 


Manager for Sinclair, to be In- 
| tervigwed by three CRASH 


revigwers and readers. By the 
time you read this, the inter- 
view will have taken place on 
the 9th February at Sinclalr's 
London Offices. The interview. 
will be published in next 
month's CRASH. 





E e e 


a rave CRASH review in last 
month's issue. Author Kevin 
Flynn has recently completed 
| Proteus, which unfortunately 
we can't revigw until next 
month due to pressures of 
space. Abacus are still selling 
the game separately at E5.95 


| The multi-digited gamesters, 
Dacus, have just released a 

four-game pack under the 

| name Space Odyssey. The four 

| games are Sentinel, Eireflash, 
Avenger and Proteus, and they 
ail form a continuing arcade 
stóry. Avenger sold 40,000 

| copies, whilê Sentinel 

| remainded in Smith's top ten 
for months, Firetlash received 


each but you can buy all four 
games in the “arcade pack' for 
only £14.95 — a saving.of 
almost £9, 





The Quill Drips Gold 


Glsoft, whose adventure 

| writing utility The Quill has 
bgen responsible for helping 
many authors produce 
Adventure Games across à 
range of software houses in 

| FEcent months, have 

| announced a series oÍ 
Adventure Games for the 48K 
Spectrum. 

The series |s called The Gold 
Collection and contains elght 
titles, One is yet to be 

| announced, but the others are 

| Magic Castle and Diamond 
Trail, which have been out for 
some times, (and were the fest 
to be written with The Quill). 
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Africa Gardens, The 
Adventures of Barsak the 
Dwar!, Spy Plane, Devil's Island 
and Mindbender 
Africa Gardens by Tom 
Davies takes its name irom tha 
hotel featured in the game and 
Is set at the tum of the century. 
It has graphics and displays 
The Quill's versatility with 
Sds and block graphics. 
arsak the Dwarf is written by 
P&V Napolitano. You must 
help Barsak collect nine 
treasures of his forefathers and 
| “is setin a mythological 
underworid. Spy Plane has by 
D. Brammer, has an unusual 
setting for an adventure in as 
much as the game takes placó 
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in the plans and over the 
locations. You're flying over 
locations set in the Arzelan 
sea, gaining military 
intelligence, It should be 


and used to be in the RAF. 
Devil's Island by Colin Smith 
poses you the problem of 
escaping from the infamous 


| face the prison quards, the 
jungle and uniriendly natives, 
| linda boat and escape to the 
maintand. Mindbender by B. 
Jenkinson has you suddenly 

| transported by aliens using 
Some mysterious ray to their 
underground base. You have 
the mental power to resist and 
escape, and your task is to 

| locate the source of the ray 


off, apparentiy, with a 
description which includes a 
desk with a Quill sitting on it! 
Ali titles in the Gold 
Collection will be availabla 
individually, priced 5.95 each 
and Gilsoft hope to have them 
ready for release sometime in 
February this month in their 
own distinctive packaging. 


- MICROMEGA SCREENS IN 
BOOTS 


be able to demonstrate games 
to their customers, but 
sofiware house, Micromega, 
are making attempts to alter 
that. They have recently se! up 


| the larger Boots stores where 
there are large computer 
sections. 

The demonstrations have 


in Portsmouth and Slough, and 
involved two members of staf 
with six Spectrums and 

| -BCreens. A spokesperson for 


realístic as the author is a pilot 


French island prison. You must 


and destroy it. This game starts 






| Shops are normaily too busy to 


demonstration stands in two OÍ 


taken place at Boota' branches 


|| Micromega told us that the 
idea had proved popular, and 
that In discussions with Boots | 
there had been an informal 
agreement to expand the 
service to other stores across 
the country. 

Boots carry all four 
Micromega products, Haunted 
Hedges, Luna Crabs, Starclash 
and, of course, the fabulous 
Deathchase. Micromega see 
the demonstration stands as a 
|| part of company support for 
their games as they do no mail 
order, only supplying retail 
outlets directly and through 
distributors like Websters. The 
call for games has been 
enormous. Only the Thursday 
before Christmas Websters 
asked for several thousand | 
copies of Deathchase and 
Micromega made a super 
human.eftort and was able to 
deliver them before lunch the 
next day. 

The next game from the 
company, as we reported in 
last month's issue, |s another 
Derek Brewster title, which he 
a working title of Invasion | 

- At the moment, 

Micromega haven't d ecideo 
what to call it, but they told us 
that it is going to be a big l 
| seller, | 


“JET SET FROLICS | 


After a visit to deepest Woolton 
(Liverpool) we can report that 
theerrant Jet Set Willy is alive 
and well, If'a trifle late in | 
emerging from that Surbiton E 
Mine of his. Author Matthew 
emith told us that the main 

| reason for the delay was due to 
tha builders who have-nol 
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Reclusive programmer Matlhow 
amith makes a rare appearançs for 
the CHASH camera beiwean 
manically mining. 





— 
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finished work on decoration of 
Willy's enormous new mansión. 
Tha size of the house |s a 
rather daunting, as it contains 
Bd rooms, and is therefore 
some three times bigger than 
the mines below! Each room is 
| inan indescribable mess 
because when Willy's new 
iGund fair-weather friends have 
a party, do they have a party! 
Alan Maton of Soliware 
Projects had hoped the game 
would be released before 
Christmas and planned 
accordingly. But the sheer size 
| of the game, the amount of 
animation in it, and the fact 
that it is intended to be a big 
improvement on Manic Miner 
has caused Matthew the kina 


























| would appreciate. Another 
week should ses the program 
work finished, we were told. 
The inserts are already printed 
and waiting — so, come on 
Matthew, get off your Eugene's 
Lair and back to the surtace! 


FALUVIAN REPORT 





club members only magazine 





| included, 
uncrashable, 


x Fully prompted input. 


functions, 
d* Unique iterative facility. 
x Totals/Sub-totais, 

+ many more, 









oifices” 
Home Computing Weekly 
| 3/6/83 





| has used one previousiy” 
Sinclair User June 1983 


manual. 





| Megazine. |t's eight pages of 


| of headaches that Willy himself 


Quicksilva have just launched a | 





OMNICALC (48K Spectrum) 
The best Spectrum spreadsheet 
| voucanbuy. Written in machine 
code to be faster, to give you 
more space for data, and to 
allow more features to be 
it is guaranteed 


& 99 columns or 250 rows. 


| Extensive repeat facilities, 
x Supports ALL Spectrum 


“If more programs shared the 
quality o! OMNICALC then we 
might! ses more Specirums in 


“tt ig ideal for someone who 
has just found the spreadsheel 
concept, but if is also & very 
powertul too! tor anyone who 


Complete with comprehensive 
£9.05..) 


called The Game Lords 


game hints, news on the 
company's products, achar 
and competitions. There's also 

a report on the Faluvian 
Empire, which someone at 
Quicksilva had threatened to 
write a novel about. | hope this 
isn't a cheapskate way out Of 
writing the real thing — don't 
they know how many Spectrum 
owners are saving up to buy 
the Chronicles of the Faluvian 
Empire when the trilogy of 
novels are released? Whether 
you're an Xxkraan Raider or a 
mere earth-bound align-zapper, 
details on the club are 
available from Quicksilva, The 
Games Lords Club, 13 
Palmerston Road, 
Southampton. 


ROLAND MOVES HIS 
WARREN 


Sottware house Rabbit have 





| recently moved from their 


premises in Harrow to a new 
home in Wealdstone — in fact 
it's called 'The Warren' and Is a 
suitable name as Roland 
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| time 18 year old Terry Grant 









concept of a software director 
tó be a new one, and they feel 
there is a need for such a job, 
Terry, who studied computer . 
science before joining Rabbit, 
feels that a detached view of a 
game will often produce more 
realistic results and thai it's 
very easy for a programmerito | 
get too far inside the game. His 
rote is to ensure that Rabbit 


games have consistently high 
levels of playability and will 
maintain the interest of players 
for longer periods. 


Rabbit appears to be breeding 
ames faster than a hamster 
ed on oysters. At the same 


has been promoted to the post 
of Software Director. Terry has 
worked at Rabbit for some 
time, and has been responsible 
tor the production of'1. games 
now. Rabbit consider the 
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. AV WHEELIE (dk Spectrum) Take the motorbike 
Fm in your Spectrum tor a bum-up. Survive humps, 
a bumps and jumps as vou seek the elusive ghosinder | 
Pé — and then your problems really start. Crash helmeis | 


gi Vy advisable, ES. 95 


O q rins 


 Podoptana Brontcsanras aré some pe the Creatures on the 
pacinadiho journey from lhe start o! lite to man, Educational 


neto — and fun, this adventure took 9500 million years lhe firsl time il was | 
pa E E — played ...Can you do il quicker?... 

a ps ir * CREVASSE/HOTFOOT (any Spectrum) Can vou makeitacross lhe ice-cap 
EE a whilst Chasms open and close alliaround you. 

ae hostile word. 
Pes RA 5" THE TRAIN GAME (Ary Spectrum) The game lhatetans where model rallways left 
Gas “Bit Full graphics lealuring passenger. goods-& express tratns, tunneis, stations, turmtabte- 
“= bonus games, irate passengers; collistons; derailments, and everylhing else you expecl 
irom a major railway! 


— just EB.95 


or hetp a hungry rabbitim a 


“e original games on ona cassete — only E4.95 








— Superb value E5.95 
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Known colloquially as the “Glass 
Tower" in micro-software 
conscious Liverpool, Imagine's 
new headquarters office In Sir. 
Thomas Street is actually a 
beautifully renovated four- 
storey building of red brick. 
Appropriately enough, it is 
situated only a short distance 
from the site of where ., 
Liverpool's famous Cavem 
Club used to be. Appropriate 
because there ars some 
uncanny parallels between 
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Arcadians Mark Butler & David Lawson. 


Imagine-ation and 
Beatlemania. 

When Brian Epstein and Butler founded Imagine Today, just a year after it 
discovered the Beatles playing and released Lawson's started Imagine is a company 
in the Cavern they were program Arcadia. with over 100 employees, a 
unknowns. Epstein was an | The infant company was a head office block, two 
accountant running a record phenomenal success and warehouses and a Contract 
business. Imagine's Director of | within months had earnedits | Programming Building. The 
Operations is B Everiss. In first six million pounds sellin founders are worth an 

| the late 70s Bruce Everiss Spectrum games. With growt estimated £30 million and the 
started up a unique shop called | hadto come planning so management live and work in a 
Micro Digital, one of the first Lawson and Butler did the fine style. 
shops in the UK to sell home obvious and asked Bruce Bruce Everiss showed us 
computers over the counter to Everiss to come and run the aróund the main office block. 
an unsuspecting populace. The | company. | The company's affairs are run 


shop was a great success, so 
much so that Mr. Everiss 
attracted the attention of the 
high street giants, and 
eventually the business was 


Tl y 





In last month's joystick article, 


we reported on a sold to Laskys. Like Brian Eps 
programmable joystick tein's record shóp in the early 
interface calle | 60s, Micro Digital was a hot bed 


con and 

made by Frel Ltd. CRASH is 
always interested in any small 
company making a debut with 
an item of interest to games 
players, and it's doubly 
pleasant when the company 
tums out to be a close 
neighbour in little old Ludiow 
itself. À Frel spokesperson has 
now informed us that 
production models of the 
interface will soon be available. 
It features a matrix board 
representing the Spectrum 
keyboard, and is said to be the 
simplest method of 

| programming a universal 
joystick so far. Anyone 
interested in further details 
should write to Frel Ltd. 1 
Hockey's Mill, Temeside, 
Ludiow, Shropshire SYB 1PD. 


Of young talent — in this case 
not musicians but software 
enthusiasts. Among the 
employees were names later to 
| emerge like David Lawson and 
Mark Butler. After Micro Digital 
| went to Laskys the various 
enthusiasts merged their 
anergies into what became 

| «but with so many 
young, go-ahead talents 
involved it was not surprising 
that they should want to go 
thair separate ways, Lawson 
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jan We (Alchemist) back at Work. 





CRASH Editor, Roger Kean. Imagine's Director of Operations, Bruce Everiss, | from here and it also includes 
and PA deny | the sales team and games 

ja O y programming department. An 
area for six programmers is set 
out on a lavish scale, backed 
up by a computing power 
which is quite staggering, and 
a Technical Support Área 
which can provide the 
programmers with whatever 
resources lhay require, As we 
walked about lan Wealherbum, | 
authot ot Imagine's latest 
game Alchemist, was already 
at work at one of the desks on 
another project. à lot of the 
other programmers have been 








continued on page.92 
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WHEELIE 


Producer: Microsphere 
Memory required: 48K 
Retail price: £5.95 
Language: Machine code 


 Microsphere seem to have 


done It again, following up | 
their excellent Train Game | 
| with another wholly original, | 


- CRITICISM 


 beautifully put together 
ame in Wheelie. You have 
just taken delivery of the 
últimate two-wheeled 
machine — the four cylinder 
fuel-injected turbo-charged 


Zadexaki 500. While you're | 


' out on the road trying it out, 
| You see this sign saying 
Private road — no speed 
“limit to brave riders'. All ex- 
cited, you enter the driveway, 
the gates slam shut behind 
| You, and you are trapped in 
Nightmare Park. Your only 
way out now is to find the 
ghostrider, who's dozing 
somewhere off to the right, 
wake him up and then race 


him back. The park is full of | 
wildiite, all trained in karate, | 
so bumping into anyisnotso 


good for the health. 

The screen display takes 
the form of four 'roads' 
stacked one on another, 
almost like a cross section 
through caves. There are not 
“always four visible, and any 
road travelled may well go 
steepiv up or downhill to 
another level. There are thin 
“upidownhill' lines across 
some, and the bike will travel 


| down a level if the down key | 


| 5 pressed, and the same for 
| uphill. 

Apart from the vicious 
| Wildlife (includes leaping 
rangaroos and glant 
hedgehogs getting their own 
back for truckers) there are 
other problems to be en- 
countered. Humps in the 
road can only be got over by 


accelerating rapidiy at the | 


last second and doing a 
'wheelia' front wheel 
Tiding up and over. 
Sometimes you have to jump 
over a bus! There's also ice 
on some roads, which must 
be taken with caution. Runn- 
ing into a dead end will kill 
| you off if you don't brake in 
time, and going downhill too 
| fast can also be rather fatal! 
| Gas stations are few and far 
| between, so it's worth 
backtracking for them. To be 
promoted to a new level re- 


you're on, when you'll be 
given a code to let you enter 
the next one up. Good riding! 
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Become Eddie Kidd for the day — Microsphere's wonderful Wheslie, 


When | first saw another 
reviewer playing 'Wheelie', | 
thought that it was totally 
different and looked good. 
Then | got round to reviewing 
it and my impression that it 
was a sort of 'Scramble' 


game faded! 'smuch, much | 


more! Revs are important 
when e a cars ând 
buses — too ta 

bike cartwhesls, flinging the 
rider off, too slow and you 
won't make it. Once you get 
to the end of the complex you 


meet the ghost rider, a tune | 


is played, and the race back 
begins. You must beat him, 
but he has a distinct advan- 


tage — he can travel in a | 


straight line across the 
screen, but only at about a 
third of your top speed. All 
that | can say is that | spent 
about three hours playing 
before | remembered | was 
supposed to write 
something about it! A 
dangerously addictive game. 
Great, Brill, Fantastic — 
super words fail. Just buy it! 
"The makers boast that 
Wheelie has some of the 
best graphics you're ever 
likely to see on a Spectrum. 


Vad like to think that there's 
still room for improvement | 


as time goes by, but certainly 
these are exceptionally 
good. Smooth, very detailed, 
with loads of animation, The 
spiiis the biker takes are all 
quite varied, depending on 
the type of mischance he 
hits. It's all quite realistic. At 
first vou might assume that 
you can memorise the layout 
of the ceverns, but 'm afraid 
not, each game they change. 
Al! in all, this is one of the 


" mostenjoyable games lhave 
"played for a long while, and 


Fm sure it's going to keep 
piavers entertained for 
hours. 

If you're playing with the 


"keyboard, it has a very sensi- 
"bile layout, but there's a 
quires completing the one | 


menu for selecting Kemp- 
ston or cursor type joystick 
as well as a routine for set- 
ting up other joysticks via 


st ana the | 








user-defined keys. Ver 
good, As for the game, well it 
is pretty g00d. Lovely 
grapmios very, very difficult 
and challenging. Excellent 
values, 


COMMENTS 


Control keys: left = bottom 
row left, right = bottom row 
right (these act as 
accelerate and brake), 
second row = down, third 
row = up and top row = 
freeze 

Joystick: Kempston, AGF, 
Protek and user-definable 
keys 

Keyboard play: very 
responsive 

Colour: good 

Graphics: excellent 
Sound: go0d (excellent on 
bike effects) 

Skill levels: several 

Lives: 4 

Screens: new regenerated, 
and scrolling | 
General rating: addictive, 
generally excellent, good 
value. 


Use of computer B9% 
Graphics B6% 
Playability 90% 
Getting started 95% 
Addictive qualities 99% 
Value for money 99% 
Overall 93% 
[E A atas o RSA E 4 


The Pyramid 


Producer: Fantasy 
Memory required: 48K 
Retail price: £5,50 
Language: Machine code 
Author: Bob Hamilton 


In essence The Pyramid is a 
simple game, as all good 


with a 'highly effective phas- 
ed plasmio laser' with which 


he can atomise any of the 60 


weird aliens that live inside 


| 
kal 
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the Pyramid. This structure 


consists of 120 chambers on | 


15 levels, 1 chamber on the 
top level, 2 on the second, 


three on the third — and so | 
on. The object of the game is | 
toreach theexit on level 15in | 


as short a time as possible. 

Each time the capsule 
touches an alien its shield 
power is depleted. When the 
shietd has evaporated, Ziggy 
is vulnerable and willdiaifhe 
runs into an allen. There are 
two exits from each 
chamber, protected by a 
force field. These are 
neutralised by crystals 
which drop from the top of 
the chamber after a certain 


number of aliens have been | 


atomised. The crystals have 
three states — white, they 
destroy anything touched 
and deplete the capsule 
shield — yellow, they 


become vulnerable to: 


destruction by aliens but are 
stilltoo hot to pick up — and 
when blue they can be col- 
lected and used to neutralise 


“the exit force field, although 
' HW the capsule is hit an 


alien a crystal will still be 
destroyved. With each level 
the force fialds require an ex- 
tra crystal to nmeutralise 
them, 50 on level 3 it takes 3 
crystals, level 4 needs 4 
crystals — and so on. 

And basically, that's it. 
ocoring is done by giving you 
9999 points when you enter a 
chamber and awarding 
what's left when you. exit. 
Points over 30,000 are coded 
and may be sent to Fantasy 


for publishing in their top. 


1000 scores every 6 months. 
CRITICISM 


“At first | thought this was 
going to be an adventure, but 
no, its a very unique arcade 
game and well worth buying 
with 120 screens, each one 
more difficult than the last. It 
will take a long time to 
master. Another bonus is the 


graphics whichare very good | 


— like Ultimate's style, 
smooth, action-packed and 
detailed. Good keyboard 
positions too. A Very addie- 
tive game. 

“This game is nicely 


packageo and presented. 


with excellent instructions. 
In playing its enjoyable 


| because all the colours are 
|-games should be. Your hero | 
“Às Zigoy, who sits in a little 
' bubble capsule equipped 


used, the graphics are 
smooth and very detailed, 
each character having its 
own mavement and anima- 
tion — there's even a recoil 
effect on the laser. The game 
is great fun to play, 
25 
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FEReaõOS when you start to 
“get down a few levels, die, 
“and have to go back to the 
start. Very challenging. | lik- 
eo dt 

"Presentation 
qrpnos. are excellent and 


and 


he range of control key posi- 
tions and joysticks that may 
be used all add up to ver 
d value for money. 
ighiy addictive game. 


COMMENTS 


Control keys: 3 options — 
QiA upidown, OIP leftright, 
bottom row fire; or — top 

row up, 2nd row down, A-G 


“eft, H-L right, bottom row 
fire: or — 


SYMBOL SHIFT 
ER, XIM upidown, O N 


SoVeRiaie Fuller, AGF, 
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Protek, Kempston, 
Mikrogen 

Keyboard play: very 
resposive 

Use of colour: very good 


Graphics: excellent 
| Sound; good 
“Lives: 1 


Screens: 120 
General rating: addictive, 
playable and excellent 


| value for money. 


Use of computer 85% 
Graphics 82% 
 Playability 81% 
Getting started 78% 
Addictive qualities 83% 
Value for money 91% 
Overall 83% 











Doomsday 


Castle 


Producer: Fantasy 
Memory required: 48K 
Retail price: £5.50 
Language: Machine code 


| Author: Bob Hamilton 


| Doomsday Castle is the se- 


quel to The Pyramid. Often 
follow-ups lack the flair of 
the original, but in this case 
the same excellent graphics 


| have been used and added 


to. The scenario has also 


| been enormously expanded, 
| and the cassette is accom- 


panied by a long, highly 
amusing and informative in- 
lay of Instructions which 
clearly explain the various 


roles of the 5 difierent alien. 


creatures you willencounter, 
the layout of the castle halis 
and passageways. 

It's a long scenario, but in 


brief, it seems that the Elves, | 


“ever hopeless at keeping 


their magic rings and 
crystals, have allowed the in- 
finitely evil Scarthax to 
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| has 





house & large elfin stones in 
Doomsday Castle, where 


their dangerous power can | 1 


be harnessed for his own 
nasty ends. erp ind a 
en sent in to find the 
stones and escape with 
Each 
chamber is filled with Urks, 
Garthrogs, a Googly Bird, 
Nucleoids and Orphacs. 
Ziggy, in his by now familiar 
defence capsule, has to 
laser Urks to death to keep 
up his laser power, which he 
needs to blast away one oÍ 
the four red exit doors. Most 
of the time these doors are 
protected by the Garthrogs, 
who sail up and down on 
lifts, shooting blindly at 
anything. Only when a Gar 
throg is 'up' can Ziggy get in 
a shot at a door. When the 
door is sufficiently 
destroyed, Ziggy will be 
sucked through. Each 


chamber has an anteroom | 


which may contain a crystal 
or one of the 6 ancient 
stones. Only these 6 give you 
scoring points, which are be- 


ing eaten away the longer | 


you remain in the castle. 
High scores are coded and 


may be sent to Fantasy for | 


| cellent, 
| animated and amusing. Not 





publishing in their list of top 
1000 scores every 6 months. 


| CRITICISM 


What makes this game 
fun to play, is the complex 
relationship between all the 
creatures. Googly Birds only 


| want to sléep, for instance, 


but Urks keep trying to wake 
them up and make them fly 
about, so il becomes as im- 
portant to shoot Urks to pre- 
vent this happening as li 
does to shoot them for laser 
replenishment. 
that, there are numerous 
routes through the castle but 
not all are as useful as 
others, so there is an adven- 
ture and strategy element 
thrown in. Mind you, coping 
with the furiously fast ar- 


| cade element is quite 
| enough for me!” 


E — = — =: a 
Mr 


Err 





Alltcan say is BUY IT" 
'Fanfasy certainly seem 


| determined to drive people 


nuts with immensely long 
games at impossible odds. 
Not that this is unplayáble, 
quite the opposite, it's. great 
fun, with go0d graphics and 
good sound. To offer any real 
criticism one would have to 
play for months! Excellent 
value, 


COMMENTS 


| Control keys: 3 options — 
Added to 


see review for The Pyramid 
o stick: Fuller, Kempston, 
F, Protek, Mikrogen 
Rsvnoard play: very 
responsive — Ziggy floats 
downwards under his own 
steam, 80 vou have to work 
hard at this one. 
Use of colour: excellent 
Graphics: excellent 





| 


Besat by alien anamiós, Super Hero Zicay battles against qe 


odds. 


“The graphics are Ex: 
emooth, detaileo, 


only must you survive in & 
hall, shoot out the door, get 
the crystal and move on, but 
vou get shut in a passage 
with a time-locked door, 
where you must survive for 


| as long as possible against 


the Orphacs before being 
released into another hall to 
do batile again, À great 
follow up to The Pyramid, 
and another challenge to 
Ultimate's great game name, 


sound: go0d 
Lives: 1 
Screens: 25 halls, 49 
passages 
General rating: addictive, 

| playable, very good value. 
Use ofcomputer 85% 
Graphics 90% 
Playability 88% 
Getting started 78% 
Addictive qualities 86% 
Value for money 92% 
Overall 87% 








If you enioy à hard and fast action 
“ game that also has masses of 
evelsto play through, then 
| -- Fantasy's The Pyramid and 
|: Doomsday Castle are probably for 
| - you! Now's your chance to win a 

Copy of the latest release, 
| - Doomsday Castle — a highly rated 
“ mind-blower. In association with 

CRASH, Fantasy are offering 100 
- copies of Doomsday Castle to the 
= Hrgt 100 correct entries to the 
| “Questions below. Easy? Well, 
perhaps, but playing Doomsday 

| Castle |s no easy task! 
Fantasy was formed eariy In 1983 
by Bob Hamilton and Paul Dyer. 
| Bob, it seems, gets his games ideas 
| when running over the Welsh hills, 
| whleh might explain why he thinks 
o 8 ames players should have to work 

jard too! They are both software 
smtp from the defence 
ndustry with experience In real- 








time assembly languagé 

“= programming, and a real-time 
E tascination with sci-fl. This puts. 
=» themina strong position to write 
" - - games software, 


















“The company's original name 
wasn't Fantasy to begin with, and 
before It was changed, they brought 
“Out two very popular games with a 
- *space' theme, But Bob and Paul 
* «were kesn to develop a 'space' 

A ti pa was new. “It's 
almost impossible to come up with 

“completely new concept," says 

“but we think with The 

and Doomsday Castle we 
me up with two games 

very different from all the 


CRASHIFANTASY COMPETITION 


2 


What was the company original name 
before thay changed itto Fantasy? 

In tast month's issve of CRASH, whal was 
tha name ot the dying space ship In THE 
TERMINAL MAN comie? 
Name tha super-hero of The Pyramid and 
Doomsday Castle. | 

How many chambers-ara there In The 
Pyramid? 

Mare the two space tháme gamas 
previously released by Fantasy (which 
were also under tha original company 
name). | 

Name any two monaters you might 
encounter In Doomaday Castla. 

Name the artist who painted lhe CRASH 
cover Illustration for tha last Issue and 
this issue, 

Count up the program entrige in this 
month's Spectrum Guide Section 
(excluding the Game of tha Month on page 
45), divide the result by 3 and give us tha 
answor. 


The firat 100 correçt entries drewn out of 
tha-bag will gach receive a copy 01 
Doomsday Castle. Compelitlon closing 
date |s last post on 1Eth. March 19BA4. 


| Fantasy do extensive market 
"Ttesearch amongst schools to find 
Out the essential Ingredients of a 


g00d game, and the results point to 
these being: fast action, exciting 
graphics and as much colour and 
sound as possible. The other 
important factor is complexity — a 
feature very evident In pda 
Castle. “It's vital that as the ski 
level of the player increases, so the 
depth of the game increases with 
them,” says Paul, 

Difficult high — score games 
naturally lead to a sense of 
competition amongst players, 
which Fantasy are keen to promote 
on a nationwide basis. This adds an 
extra dimension when any player 
can compare his score against the 
very best scores natlonally. To 
achieve this the games have 
embedded in them a score 
validifier, so that a 12 letter code 
will appear whenever a new high 
score is achieved. Fantasy 
publishes the top 1000 best scores 
every 6 months in their Fantasy 
Micro Club newsletter. Top scores 
will also appear in alternate issues 
of CRASH. 


Now all you have to do is get these 
ludicrously simple questions right, 
whip them into us as fast as 
possibla and you, too, could join 
the throng of people driven to utter 
distraction by the awsome 
problems of surviving the action- 
packed Doomsday Castle! 


ERC nl Name, address and answers In a letter or on a postcard please, to 
“  CRASHIFANTASY COMPETITION, PO BOX 10, LUDLOW, SHRO 


SHIRE SY8 1 DB 
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So many games now use the cursor keys 
anything to make life easier is a welcome 
In our last issue we took a look at joystick 
closely at the Joysticks themselves ina fu- 
neat attachments which will take some 


The serious problem with 
cursor keys for playing Is 
that they are just not 
ergonomie. tis quite 
natural for the brain to interpret dir- 
ection quite physically — in other 
words, for up and down control to 
be In that configuration, and left and 
right similarly. 
This is why key positions like QIA and 
NIM are sensible. Q/A and Z!X are not 






So good because the two sets of keys, 


one for each hand, are too close. 
Directional keys that come in a 
straight line are poor in comparison 
because in the heat of play, the brain 
can become confused as to which set 
is which. Now if, on top of that, you 
add the factor of the peculiar layout of 
Spectrum cursor keys, which is left- 
down — up-right, you can see that 
you have what might be called split 
hand control. 

A fairly new idea has been to 
develop joysticks which simply clip 
over the top of the Spectrum 
keyboard and mechanically depress 
the cursor keys. The movement is 
transmitted by means of levers ac- 
tivated by a joystick. This means the 
joystick can be moved left to create 
left movement, right for right move- 
ment, and so on, just as you would if 
you used a programmed joystick. 

The óbvious advantage to this 
system is its cost. There are no elec- 
tronics involved, no wires, no edge 
connectors and no hardware pro- 

ramming. The obvious disadvantage 
is that the joystick will only control 
the cursor keys, and by no means all 
ames on the market opt for them. 
evertheless, a great many games 
do, or have user definable keys, or 
make provision increasingly for cur- 
Sor type joysticks. Obviously if a 

ame does offer user-definable ps 
then its no problem at all to set up for 
a clip-over joystick. 

E.E.C. Ltd, have brought out such a 
clip-on cursor joystick called Spec- 
trum Mechanical Joystick. This 
comes as a one-piece clip-over unit 
which press fits over the shoulder of 
the Spectrum. Slightly off-centre (to 
take into account the position of the 
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cursors) is the raised box containing 


the levers. From this rises the joystick 





itself. Below the box surface the 
Joystick, which can rock In all direc- 
tions, is fixed to a shaped cam which 
in turn activates the four levers. 

A disadvantage of this system is 
that the pressure on the key pads is 
uneven, so that in play it requires dif. 
ferent pressures for different direc- 
tions, and the transmission of 
pressure seems quite uneven when it 
IS used for irectional control. 
Overall the construction is strong — 
almost too strong, which means you 
have to hold the unit in place when 
playing fast and furious games. lts 
main advantage is that it clips on 
quite quickly and without any fuss, 


Another contender for the clip-on 
Cro Pp is the Spectrum-Stick 
from Grant Design Ltd. This one 
comes in three pieces, and so packs 
into an amazingly small box for 
pos The central unit is a closed 

x a mere three inches by one 
and three-quarters and an 
inch high. Two 
£-shaped arms 
are attach- 
edto 


this by 
means of 
white plastic 
bolts. The ad- 
vantage of this 
system is that the | 
bolts can be well tightened onto the 
Shoulder of the Spectrum, and when 
in place the unit has no tendency to 
slide or wobble in play. A useful touch 
is that the hidden cursor key symbols 
are all reproduced on top of the unit 
so that you can still use them. 

The joystick itself is extremely 
positive in action — in fact so much 
so that Em sure it's the best “feel” 



















d= 5 7 for directional control that 
addition to the game player's 
controllers, and we will be looking more 
ture issue, In the meantime, here are two 
of the sting out of the cursor curse. 


uipment 


eo mt Tg 


joystick I've used, and comp 
ares on equal terms with any 


lt reproduces B-directional | 
movement with perfect accuracy, 
andis so light to handle that there 
is no risk of computer movement 
Or even of joystick damage through 
over-ardent playing! 

These clip-on cursor joysticks are a 
worthwhile investment, [ think, even if 
you have another type (unless of 
course its already a cursor interface 
joystick). And both makes mentioned 
here, do leave the rest of the keys free 
for use. Of course you don't get a fire 
button with them, but then, quite a lot 
of fast games use two or even three 
effects keys and you can't cope with 
that on any joystick at the moment. 
So, from now on, it's not only plug in 
and tum on but also clip on. 


The Spectrum Mechanical Joystick is 
riced at £9.95 (incl. p + p) from E.E.C. 
Ltd., 1 Whitehouse Close, Chalfont 

St. Peter, Bucks SL9 ODA. 

The Spectrum-Stick is priced at E9.95 
incl. ri p) from Grant Design Ltd. 
ank House, Repham, Norwich, Nor: 
folk NRO 4JJ. - 
Both joysticks should be available 
from good computer retail outlets. 





of the more famous names. «“ D 
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This is ZIGGY, shown above, In his exploratory capsule 
and is a true representation of the on-screen graphics. 


THE PYRAMID 

THE PYRAJMID is an arcade style game wifich has a very adventuroas 
fee) to ft, 

The Pyramid contains 120 chambers on 15 levels. In order to get from 
one chamber to another you must fight off the Indigenous aliens to 
collect an energised crystal wieh will neutralize the force field quarding 
the two exits. 

The Pyramid is inhabited by a total of 60 weird and exotic alien types, 
all of which are beautifulhy animated. You will meeta whole variety.of 
demos, droids, insects and monsters, with a sprinkling of the more 
unusual, the extra-terrestrial Iveezers, galactk strawDemy. cosmic clan, 
mutant eye, plus a whole host of entities that defy rational description. 
You'll no doubt inventyour own nicknames, 

You proceed to explore the pyramid from top to bottom with the 
difficulty generally increasing with the depth of level. Depending on the 
choice of exit from each chamber you are likely to have a different game 
every time you play. 

Apart from the challenge of trying to achieve the highest score 
possibie the pyramid contains a number puzzle to solve. The mare 
chambers you successfully visit the more informations gathered to 
enable vou to discover the secret numbers of the pyramid, The puzzle 
won E take you days to solve; Tt will probably take you a few months. 


DOOMSDAY CASTLE 

DOOMB5DAr CASTLE consists of a labyrinth ot 74 complexly inter- 
connected Halls and Fassages where you will megt à whole host of 
adversaries serving the infinitely evil Scarthax, the Garthrogs, the 
Orphaes, the phenomenally nasty Googly Bird and the Ures which 
manifest themselves in over fifty unbelievably weird and wonderful 
quises. | 

Scarthax has scoured the Universe to bring together the six ancient 
stones of lifeforce; United in Doomsday Castle they are being used to 
wiela an irmesistable power over the cosmos; emanating waves of 
corrupton through every galaxy 

To save the Universe, you must battle your way through the Castle 
to find and collect the stustones and use their force against Scarthax to 
destroy Doomsday Castle, hopefulhy escaping yourself before the final 
Catachysmic explosion. 

The task [5 not easy (saving the Universe never 15!) and it will take 
you many games to umold the structure af Doomsday Castle and 
discover the locations of the ancient stones. 

The acdictive arcade style action will keep you coming back to play 
but the overall challenge should sil Keep you oeécupied for months. 


FANTASY SOFTWARE is available from WL.H.SMITHS, JOHN MENZIES, BOOTS, LASKYS, GREENS, 
RUMBELOMWS, SPECTRUM GROUP, COMPUTERS FOR ALL and all other good software retailers. 
The Pyramid at £5.50 and Doomsday Castle at £6.50 from | 
FANTASY SOFTWARE, FALCONBERG LODGE, 27A ST GEORGES ROAD, CHELTENHAM, GLOS GL5S0 3DT 
despatched by retum first class post together with free membership and current newsletter of the Fantasy Micro Club. 
Trade Enquiries welcome — telephone 0242-583661. 





5 Sir Thomas Street 

Liverpool, Merseyside L1 BBW 

Dealer Enquines Contact 

Colin Stokes on 051-236 8100 (20 lines) 
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“THE WRATH OF MAGRA” 
A THIRD CONTINENT 
SERIES ADVENTURE 


Nrol Dorm Nas been destroyved, The 
« Crystal ol Beroth has been banished 
ne aliançe of Evilhas been defaated by the 
res: o' Lora Fendal So ends the Third 
“US. Nov we |nvile you to write your name 
me nistory Oi the Fourth Age-of lhe Third 
CONTAM 
DU Will meet Trends and enemiles, old and 
new nm fre long awaited seéquel to Volcanic 
Dungeon. Using high resolution graphics 
and COMbIRINO ne best qualities O! 


| Lar r E: =, e 
volcanie Dungeon 


DeECcoOme par of this 


LARNELL SOFTVVARE LTD 





WHAT ITIS | 
Nhether you are a beginner 


or an experienced | Par 37 
DYNAMIC Pachádes a 
difference wi ad Res E : 
DYNAMIC e pi ADA É A5:3 


package from Procom. Y E - 
will b e able t to progre mo 


graphics on your Spe tum. 
“DYNAMICGRAPHICS | a É dr 
comes in two cassettesat — 
the price you woul 
normally pay for one. But a 
not let the low price put you 

- gr DYNAMIC GRAPHICS | 


| | o 
1 DYNAMIC PROGRAMMING 
2 DYNAMIC ANIMATION 
3 DYNAMIC SOUNDS 
4 DYNAMIC FILING 
5 DYNAMIC EDITOR 

 & ASSEMBLER 


HOME COMPUTERS - 
EASY TO USE | 


DYNA MIC: GRAPHICS. is RE one 


This é a  oRRHDto! designer with a difference x Full screen that everybody will understand, The 
animation of sprites & 27 functions including sprite | [ppa nsrad dp dia 
handling 96 characters which can be saved on tape to use has large 10 x 8 pages with plenty of 
in your own programs + Easy methods of including diagrams to make it easy for you. 
character designs in your own basic programs 4 No pa Eras | 
knowledge of machine code needed + Screen saving x | YOUR TICKET TO RICHES? 
Sprites may be treated as super large characters (4x4) The Use DYNAMIC GR APHICS to make 
list is endless. You will be able to design literally thousands up your own program, and if it's good 
of different characters from Pai Men to space men or space wa will market it for you and maybe 
Ships to battleships. make you rich. 

TAPE 2 


This is the ultimate utility for composing hi-res graphics on ES o | 
your Spectrum. As well as essential hand draw cursor | | 


controls (or joystick) there are many advanced features, 


such as fast fill and rescale. ll 4a 
There are in all over 50 commands. A constantly updated | | 
status display. apa mira San ic DD icadiiha mira 


Generated prompis are fully HOW TO ORDER 

displayed. Now you can design Telephone orders 

screens as good as the software (01) 508 1216 

compa Credit Card holdars (Access Sarciapiard 

ão mis) o by eisprode: lesdo 

purê Cardno:, name, address anditems 
reQuized: and your geder will De despatched 
the same day 


BY POST 


Simply rita your requirements in lha 
Eoupon provided, enclose voar chagque/P 
or se your Access pr Barciaycara, Please 
make chegue pavabie to; PRÓCOM 


309 HIGH ROAD RA pu Ag nene 
Ir a IN PERSON 
LOUGHTON Visitcur pramises, at the addeess below tor 


ESSEX à preal selection — ima ri be-detighteo tó 
ETA 
Tel: (01) 508 1216 Dealer inquiries to Prism (01)253 2277 
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The most fantastic range — 
of games frôm the creators of Avenger, Sentiriel, 
Protector and many other superb programs. 


eme ”, 


ANE: 
- EXCITING 
INTERESTING 
“AMAZING... 


Ae | ERES vaiaBié: at select = B anches of 
W.H. Smith, John Menzles Rumbelow's, 
Greens and all good computer stores. 


Se a 


Please send me cassette;/'s ticked below 
| have enclosed cheque/PO. for E, 


LI Fireftash for ZX Spectrum €5.95 

1 Galactic Warriors for ZX Spectrum £5.95 
LI Proteus for 2X Spectrum E5.95 

LI Sentimel for ZX Spectrum E5.95 

Li Munnery's Mergatrolds for ZX Spectrum 48K €5.95 
LI Avenger for ZX Spectrum and ZXB1 E4,95 
LI Super Digger for ZX Spectrum £4.95 
LiMoon Lander for ZX Spectrum E4.,95 

Li Protector for ZX8] E4.95 

LI Bug Battle for VIC 20 E4.95 


" Prices include pãp 
é 
id address. 


post code 
Ned 


716 Llangyftelach Road, Swansea. SAS 9EL E e PETER par SAS 9EL. 
Telephone [0792] 799193 = Cassettes despatched within 24 hours 


DEALERS ENQUIRIES WELCOME 5 dk A E DO 1 A RD 





Átic Atac 


Próducer: Ultimate 
Memory required: 48K 
Retail price: £5.50 
Language: Machine code 


In last month's issue we pro- 
mised a fuller review of Atic 


| fived too late to do it full 


icult to do full justice to this 
ago qb anyway! There's 
such a lot of it. You're stuck 
In this castle which contains 
five floors with lots of rooms 
on each floor. The total 
number of rooms, staircases 
and passageways is a sub- 
ject of argument, although 
the best estimate we've 
heard about from one 
reviewer (who's been busy 
mapping the place) is 40 
rooms per floor, making a 
total of 200. 

The rooms are seen in a 
sort of splayed perspective 
| from above so that all four 
walls as well as the floor are 
visible. Put simply, the ob- 
joct of the game is to find the 
key, which comes in three 
pieces, open the main door 
and escape. You can do this 
as three different characters 
— Knight, wizard or serf, 
each having different 
weapons and knowing dif- 
ferant secret passages. 

Very like 
| Ultimate have provided little 


the game is played to your 
best advantage — the entire 
thing 
perience, like life! 


CRITICISM 


“There's really nothing 
much to be sald about 
Ultimate's graphics that 
hasn't already been said. 
| Just marvellous. But the 
| detalis of events is also fan- 
tastic, like when you lose a 
life, a cross marks the spot, 
but it stays there until the 
and of the game. From this 
you learn that If you pick up 
an object, and then put kt 
| down somewhere you'll be 
| able to recognise which was 
the room from rediscovering 
that object. This becomes 
the best way to map out the 
rooms. If you aren't nuts 
“already. Atic Atac is likely to 
be the turning point. 

Atic Atac is in no way a 
true adventure, but neither is 








| Atac as our review copies ar- | 7 
| But ft is one thing — FAN: 


safenipç It turns out to be dif. | There are many: 


unar Jetman, | E 


| Or no instruction as to how | 


is a learning ex-| 


it a shoot the baddies game. | 








Tie Tas, who's there? 


TASTIC! 
types of baddies, ghosts, 
spiders, ghouls, pumpkins 


| and guest appearances from 


Frankenstein's monster, 
Dracula, Devil Witch and 
Mummy. You certainly get 


| You money's worth from con- 


tent alone! It's fast moving, 
fun to play andits originality, 
graphics and addictiveness 
make it excellent value for 
money, This is one of the 
best arcade games | have 
seen in a long time. 

“A drawback with complex 
games is that the control 
eys can get difficult to 
manage. Atic Atac uses 
Ultimate's favourite layout, 
but the keys are a handful 
and it's not possible to get 
full value from the game's 
be if you use a 
oystick. Definitely a game 
for those with nimbla 
fingers! Otherwise — just 
excellent. Ultimate have 
done it again. 


Earth Defence 


Producer: Artic 
Memory reguired: 16K 
Retail price: £4.95 


Language: Machine code | 


Author: Donald Campbell 


'Missile Command" games 


for the Spectrum must rapid- 


ly be coming up for a com- 
parison article — almost 
every major software house 
has now had a go at a ver- 
sion, one of the most recent 
being Artic. In Earth Defence 
you are given the usual 6 
Cities to defend with your 
three missile bases. In this 
version only the middla one 
actually fires, the other two 
supplying missiles. also 
features a moving cross hair 
sight like other versions, but 
when the fire key is pressed a 
cross is left until the missile 





COMMENTS 


Control keys: Q = left, 

W= right, E= down, R=up, 
T= fire, Z or SYMBÓL 
SHIFT = pick up and dro 
Joystick: Kempston, AGF, 
Protek 

Keyboard play: highly 
responsive, B-directional but 
needs practice! 

Colour: very good 
Graphics: excellent with 
masses of detail 

Sound: good 

Skill levels: just generally 
impossible! 

Lives: 3 

General rating: excellent 


Use ofcomputer 90 So 
Graphics 95% 
Playability 95% 
Getting started 85% 
Addictive qualitles 93% 
Value for money 95% 
Overall 92% 





arrives, leaving your main 
sight free to dash off to the 
next incoming enemy 


| missile trail. Since the game 


is well known there's little 


"point in describing it further. 
CRITICISM 
The graphics are fairly 


simple with nice explosions, 


All seems lost as Earth's defences 
crumbile. 





Control 





but with only one ofthe three | 
bases firing It's difficult to | 
cope, especially with the 
poor control key layout pro- | 
vided. The original used a 
tracker ball for controlling 
missiles, and unless vou 
have a compatible joystick, | 
would not personally recom- 
mend this game. 

Ithought the use of colour 
was good, the graphics are 
smooth and the sound Is 
also 9000. À very addictive 

ame. 

'k has simpler looking 
graphics than some of the 


| other versions, but the explo- 


sions are about the best I've 
seen. Allthree levels are fast, 
the highest being virtually 


| impossible without a great 
| deal of practice. Pity about 


tha silly control keys though 
—- jts not an arrangement 


for what |s a very difficult 
| game to play.' 


COMMENTS 


s: poor, 6/7 
leftright, 8/9 upidown, zero 
to fire. These are keys for 
the Sinclair interface 2, and 


| an alternative should have 
| been 


rovided 

Joystick: Sinciair, 
Kempston 

Keyboard play: responsive 


| but difficult to control well 


Colour: average to good, 
changes with screens 
Graphics simple with good 
explosion effects 

Sound: reasonable 

Skill levels: 3 

Lives: 6 cities 

General rating: above 
average to good. 


Use of computer 62% 
Graphics 64% 
Playability 60% 
Getting started 68% 
Addictive qualities 62% 
Value for money 64% 

63% 


Overall 












The House of 
the Living 


Producer: Phipps 


“Associates 


Memory required: 48K 
Retail price: 25.95 
Language: Machine code 


| With another title sounding 


like an adventure game, 


Phipps offer The House of. 


the Living Dead. This is a 


Simple maze arcade game, a 


post-Pac Man variant. It 
seems your travel agent has 
booked you into a rather odd 
kind of hostelry, where you 
wake up in the night with a 
bat flitting above your head. 
This noisome happening 
alerts you to the fact that 
yourother room mates are al] 
ghouls and monsters and 
creeping severed hands. Not 
a pleasant sight! | 

Fortunately, having seen 


| many cheap Dracula movies, 


you are aware that if only you 


| can collect the four pieces of 
the cross from the room's 


corners and bring them alito 


the centre, the life force 
which will emanate from it | 


will kill the nasties off and let 
vou progress to the next level 
where there will be even 
more horrors. awaiting you. 
serves you right foropting to 
take a cheap holiday 
package. 
CRITICISM 

Its an extremely simple 
game tó play, just move your 
man around the un- 
complicated maze and col 
lect the four L-shaped bits of 
a cross, In the centre is a red 
square. If you are carrying a 
piece of the cross when you 
touch it, the piece is 


automatically located and 
you can go after the next 


piece. There are four dif | 
ferent types of monster, star. | 


ting off with one on screen 
one, two on screen two and 
so on. With each level you 
just get more monsters to 


| cope with. On that basis it 
| does get to be quite difficult! 


“This is quite a good game, 
with reasonable graphies 
ano it is fun to play, but not 
very adoictive. An original 
version of what is now an 
unoriginal game. For what 
it's worth, your little man 


| resembles Morph off the TV 


3B 
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Wet, clammy bat wings — House of the Living Dead. 





— al least my cousin thinks 
80. 


“The animation of your 
man is good, but there's not 
much to the game really. 
works on the attrition princi- 
ple of just wearing you down 
by numbers. A better ar- 
rangement of keys would 
have helped too, the cursors 
never function well with 
fingers. Quite good sound: | 
would think a good, tough 
game for younger age 


| groups in preparation for | 


alien-zapping.' 


- COMMENTS 


Control keys: cursors 
Joystick: Kempston 
Keyboard play: average 
Colour: reasonable 
Graphics: good 

sound: average 

Skill levels: gets harder 
Lives: 4 

General rating: average with 


| more appeal to younger 


players. 


Use ofcomputer 
Graphics 
Playability 
Getting started 
Addictive qualities 
Value for money 
Overall 


The Birds 


Producer: Rabbit 
Memory required: 16K 
Retail price: £5.99 
Language: Machine code 
fhe Birds is a simple and 


straightforward shoot em up 
more in the tradition of 


 “Galaxians' than 'Phoenix'. 


Your laser base can move 
left and right while three 
types of bird hover, na and 
Ssweep down on you. Points 
scored relate to the bird hit, 


Each of them drops bombs, || 


and you can score points for 
hitting those. Additionally, a 





duck flies across the top of 
the screen from time to time, 
and you get most points for 
hitting that. Most ofthe birds 
have a habit of tuming into a 
falling bomb when hit, which 


| makes it necessary to have a 


good 'getaway' technique. 
CRITICISM 


“The colour is reasonable 
and graphics quite good, ifa 
bit jarky. The bird characters 
are animated by two frames 
and might have looked 


smoother with three. There's 


plenty of sound too. the chat- 
tering of birds, but-it is all a 
bit clicky. There's not 
enough to it to be really ad- 
dictive. 

[ wouldn't recommend 
this game to anyone who has 
a decent collection of shoot 


| em up games, because it is 


only average. This sort of 
game has been cone to 
death and done much better. 


da 
St shooting em up in The Birds, 








Only the trick of dead birds | 
turning into bombs makes /t 


| even playable. The program 


itself is quite adequate, but 


1 | the game and its detalls are 
= | so outof date now.' 


gueaaaaaaasiêquanaanarã 
s PEo SS PSS, - 


didn't think this was par- 
ticularly challenging. You've 
got to be much more original 
with the plot twists today if 
you want to put out a “Galax- 
ian' type game, and this one 
just doesn't have any new 
angles at all. It's fun to play 
for about four minutes. 


COMMENTS 


Control keys: 6/7 leftiright, 

zero for fire 

Joystick: Sinclair 2 

Pé ade da play: reasonably 
ast 


Colour: reasonable 
Graphics: just average, bit 
jerky 

Sound: reasonable 

Skill levels: 1 

Lives: 3 | 


| General rating: not enough 


going on to make it really 
worth the money 


Useofcomputer 56% | 
Graphics 50% 
Playability 45% 
Getting started 60% 
Addictive qulíties 40% 
Value for money 40% 
Overall 


49% 





















The Guardian 


Producer: P.S.5. 

Memory required: 48K 
Retail price: £5.95 
Language: Machine code 




























The scene Is set: you are alí 
the gateway to the anti 
matter world of Migon. Do 


vive? Well ofcourse you dare 
| enter, but whether you will 
survive in this mega- 
lightspeed game is quite 
another matter, or anti 
matter in this case. 


"game is to speed your ship in 
either direction around a 
square which is superimpos- 
edonaspace background. À 
smaller square is offset 
within the bigger, and lines 

radiating out from it create 
 segments, Your ship isa sort 
of picture hook shaped thing 


square. From the central 
square four enemy ships fly 
outward in three successive 
waves. You can centre 
yourself on an occupiad seg- 


with your laser, zipping 
around to get the next, and 
so on. If an enemy reaches 
| the outer square while you 

are stationary on that seg- 
ment — you're dead. The se- 
cond screen has no 
segments, but meteor 
showers radiate out at a high 
speed. The third screen 
returns to the radial grid and 
“the enemy are back with 
another danger, a V shaped 
energy thingis that zaps 
around the edges trying to 


t you. 

Your only other weapon is 
aStar Smasher that destroys 
“everything in the square. But 
ou onty have two of them. 





you dare enter, will you sur | 


The simple object of the | 


that runs on the outer: 


ment and shoot the enemy | 





he more screens you get | 


e a CE E E = 


through, the more enemy 


there are. Às you can see, . 


holiday package tours keep 
well cléar of Migon. 


CRITICISM- 


4 liked this game, one of 
the best yet from P.5.5., but | 
can imagine that It has a 


"specialist appeal. lt |s.In- 


sanely fast! The ship zooms 
round the grid at astonishing 
speed, so avoiding an enemy 
can take you uncontrollably 
into another. Definately a 
game which develops split- 


| second timing skills.' 


The graphics are very sim- 
ple, sera mostly grid lines 
and small sprites, but there 
is a good use of colour even 
so and everything moves 
very smoothly. The graphics 
on the Star S&masher look 
quite exciting. | found play- 


ing the game was too fast for | 


my taste, but it should ap- 
peal to those arcade addicts 
that like hand and eye co- 
ordination games. 

'A good, hard, fast game. | 
thought the asteroid sheets 
were a little of a let down, 
since you can get through by 
just sitting still, but 
everything else is madness. | 
wonder whether these space 
shoot em ups have had their 
day — there's something a 
bit 'quaint' about The Guar- 
dian — but it is an improve- 


ment on the earlier asteroid | 


games. If you wanl 
something simple to play but 


exceptionally fast, then this | 


will probably go down well” 
COMMENTS 


Control keys: an ample 
selection — YIUMHO/P = 
fire, A/S/D/FIG = left, 
HIJIKUENTER = right, 
B-SPACE = Star Smasher 
Joystick: Kempston 
Keyboard play: lightning 
fast responses 


Your picture hook zips round the base of the grid in The Guardian. 
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Colour: simple but well 


used . 
| Graphics: very simple but 
Nery tast 


Sound: good 
Skill levels: gets tougher by . 


the screen 

Lives: 3 

General rating: specialist 
arcade appeal, fast and 
medium addictive. 

Use of computer 75% 
Graphics 59% 
Playability 68% 
Getting started 66% 
Addictive qualities 72% 
Value for money 67% 
Overall 68% 





Thrusta 


Producer: Software 
Projects 

Memory required: 16K 
Retail price: £5.50 
Language: Machine code 
Author: Patrick 
Richmond 
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The screen has nine red 
brick bins atthe base. In the 
four on elther side sit the 
vellow alien eggs and from 
the centre one the alien 
guards issue forth to do bat- | 
tle. These resemble cross 
wing fighters, although they 
don't fire at you. Above the 
bins, or nests, are a series of 
four platforms with holes in 
them at staggered intervals 
— actually, more holes with 
ptatforms in them. On thetop 
oneyourshipappears — and. 
a boulder. The ship can move 
in four directions and fire at 
the guards with ils laser 
(though not at the hatched 
out aliens). The object is to 
push the boulder along until 
itdrops through a hole to the 
next level, drop down and 
push it again, until, finally it. 
drops right down on the 
aliens and crushes them. All 
three sorts may be crushed. 

If you get through this 
screen, in the next the aliens 
hatched out much more | 
vicious and eager to get you. 


| CRITICISM 


'Imust-say, that Thrusta Is 
a unique type of game, and a 
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Thrusta 1 drops a boulder on a hatching alien — but the others are 


cracking open. ... 





You would think that it is get 
ting difficult to come up with 
an original idea for an alien 


| shoot em up game, but with 


Thrusta, Software Projects 


seems to have doneit. Thisis | 


not only a shoot em up, it's 
also a crush em down! 

Your mission takes place 
on the planet Spectra (where 


| else?) where vou and your 


space ship Thrusta 1 must 


destroy alien nests, whose | 


eggs are rapidly and com 
tinuously hatching. Not only 
are there the hatching alians 
tocontend with, but there are 
also guards which keep 
watch over the eggs. 


very good one. It takes quite 


awhileto complete a screen, 
nudging you boulders this 
way and that while dodging 
the damned aliens. Às you 
progress to higher levels of 
play, the screen begins to get 
very crowded. There's plenty 
of colour, all well used on the 
large and smooth graphics. | 
Definately above average 
and very playable, good tor 
18K users as well. 

| thought the graphics 
were very neat with all those 
loathsome eggs wobbiing, 
cracking, to reveal an ugly 
alien in each, and Thrusta 1 
looks good too — a real | 


39 
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Use ofcomputer 75% 
 Grapnics TOY 
Playability 75% 
Getting started 15% 
Addictive qualitios 72% 
Value formoney 69% | 
Overall 73% 









space ship at last! This turns 
out to be a difficult game and 
pilayable with it, each level 
harder than the one before.' 

“Thrusta has an excellent 


keyboard layout, which | 


makes playing very easy, 
while the game makes. win- 


“ing very hard! It looks simple 


when you first start, but get- 
ting those boulders down is 


complicated by the available | 


routes and the aliens buzz- 
ing all over you. | found it 
hard to judge lts addictivity, 
but it's very playable: 


| COMMENTS 


Control keys: Z/X leftiright, 
SPACE = up, ENTER = 
fire. The ship sinks by itself 
Joystick: Kempston 
Keyboard play: very 
responsive, takes time to 
get used to the 'gravity' 


| effect on the ship! 


Colour: very good 
Graphics: very good, nice 
and big 

Sound: continuous, above 


| average 


Skill levels: harder by 
screen 

Lives: 3 

General rating: playabie, fun 
and generally good 





The Birds and 
The Bees 


Producer: Bug-Byte 
Memory required: 48K 
Retail price: £5.95 
Language: Machine code 
Author: Adrian Sherwin 
(Graphics: Matthew 


| Smith) 


"As a game type, The Birds 


and The Bees is a sort of 
'Scramble' cum 'Defender 
with 'Centipede' connec- 
tions. t's all about Boris Bee 
from Birkenhead, who has 
discovered a fabulous field 


| full of flowers, and dragged 
“his hive into the field ready to 
Start collecting nectar. Un- 


fortunately there are a 
40 














| and releases 


= | 


A =—"— 


between bunches of flowers. 


number of problems. For a 
start off the birds aren't too 


| happy about the bee's intru- 


Sion, and the more nectar 
Boris collects, the more they 
chase him. Centipedes also 
appear, and a bear, which 
tries to steal the nectar from 
the, or rather the honey being 
made in there, Towards the 
end some wasps make an 
appearance. Boris's life is 
hard! 

The screen display shows 
the blue sky and green 
ground. The sky is full of 


the sun. It's also of 
various birds which fly back 


ducks waddle about, cen- 
tipedes and caterpillars 


If Boris manages to land pro- 
perly on a flower, it opens up 
its nectar. 
Below the main display is a 
bar code which shows how 
much nectar Boris has col- 
lected on his trip. There 
comes a point when he is ful- 
ly loaded and must return to 
the hive to deposit it. The 
more flowers he visits, the 


" Slower he flies, and the more 


birds home in on him. There 
is also a 'Scramble' style 
radar screen which shows 
Boris's position and that of 
other creatures. The playing 
area is totally shown on this 


| Screen with the landscape 
- serollin: 


back and forth as 
Boris files about. | 
The game is compatible 
with the Currah Microspeech 
unit, which enhances the 
sound enormous!y, as well 
as providing spoken com- 
ments like “Nectar when a 
Flower is touched, or “Oh 
dear when a bird is run into. 


clouds, some na, and | 
ul 
and forth. On the ground | 


| Crawl up and down, and of. 
course there are the flowers. 

















| Boris Bee from Birkenhead behaves badly, buzzing back and forth 





CRITICISM 


With a micro speech unit 
on, the sound is very good, 
but | tried it without, and it's 
still very good. The title tune, 
“Flight of the Bumble Bee' 
of course, sounds  marv- 
ellous. At first | thought 
the controls were soggy, but 
it becomes apparent that 
this is done on purpose, and 
simulates real lite better. 
Boris has to slow before he 
can turn, and before he can 
change height. The more 
nectar he has on board the 
more sluggish he gets, so 
fight tactics and radar wat- 
ching become very impor- 
tantto honey production! Ifit 
looks a littlk simple at first, 
don't be misled, it turns out 
to be very difficult to play, 
and satisfyingly frustrating 
co 

The graphics, as one 
might expect of Maniec 
Miner's author, are very 
good. The bee is nicely 
animated, legs and wings on 
the go, so are the ducks and 
other birds, and the flowers 
when they snap open. Every 
character is big, and drawn 
with lots of detail. The game 
is a lot of fun to play, 


' because of thegraphics, and 


because the basic idea Is 
quite original. | think it will 
prove to be quite acdictive 
too. 


“This isn't one of those 


massively complex gamesto | 


play, but the problems are 
sufficient to make it in- 
teresting and the graphics 
are powerful. It takes a bit of 
getting used tothe way Boris 


is controlled, but once you | 


can fly him about, you can 
get to be clever at avoiding 
the birds until they all gang 


| upon you: 


| Keyboard play: responsive 


' Useofcomputer 





MN you're tired of actually | 


| Omners are not programming 


+ comtains a detailed booklet 





COMMENTS 


Control keys: sensible, Q/Z 
upidown, IP leftright, B 
drops nectar to speed Boris | 
up in an emergency 
qaetem: Kempston, Protek, 
AGF 










when used to it 

Colour: very good 
Graphics: excellent 
Sound: very good 

Skill levels: 1 gets harder 
Lives: 5 

Features: Currah 
Microspeech compatible 
General rating: Very good, 
addictive, recommended, 


88% 

90% | 
BO 
Fo Yo 
BO 9% 


Graphics 
Playability 
Getting started 
Addictive qualities 
Value for money 83% | 
Overall 83% 





Games 
Designer 


Producer: 
Quicksilva/software 
Studios 

Memory required: 48K 
Recommended retail 
price: £14,95 
Language: machine 
code : 

Author: John Hollis 


playing games perhaps you 
might like to have a.go at 
designing one yourself? Of 
course a lot of Spectrum 


gentuses, so Quicksilva have 
now brought out a package 
which at least offers contro! 
over the various features of 
some standard arcade 
games, In a way its the 
computer equivalent of the 
chemistry kit. 

Games Designer comes 
packed in a neat betamax- 
sized video casseite box, and 


on the program. On loading 
the program the first thing 
you are offered is a main 
menu with a list of eight 
options: Play Game, Select 
New Game, Alter Spritas, 
Configuration, Movement, 





E] 


|the eight different games 
program. | 
| Control keys may be altered 


Hof the other seven 


redesigning them. Option 


| out difficulty. 





Attack Waves, Load from 
Tape, Save to Tape. 

bt any time, 
ENTER returns you to the 
main menu. Selecting Play 
Game allows you to play 
whichever is the 'current' of 
included in the 
to suit the users own 
preferred layout. The second 
option, Select New Game, 
lets you choose between any 
games. 
The eight titles are: Altack of 
the Mutant Hamburgers, 
Cyborg, Reflecttron, Turbo- 
Spider, Tanks a Lot, 
Halloween, Spiat and Qbix. 

Having played these as 
they exist, you may fancy 


three allows the sprites to be 
altered and a menu tells you 
what can be done. This in- 
cludes the shapes of the 
aliens, ships or laser bases, 
missiles and bombs, shjelds 
and explosion sequences. 
Their colours can be 
changed as well, Having sel- 
ected the sprite type to be 


altered a sprite editor fillisthe | 


screen, showing all the pix- 


els that make up the sprite. | 


These can then be manipul- 
ated from the keyboard with- 


Configuration, the fourth 
option, allows you to alter 
the way the game takes 
place. You can change the 
game format, control keys 


and joystick options; the 


background and foreground 


|tolours may be altered; 


special effects can be 
changed; and there are four 


which can be played with, 
missile sounds, bomb 
sounds, ship explostons and 


one of these keys brings the 
sound editor into play, a 
visual display of faders 
contrelling the overa!l 
frequency or pitch of the 


sound; the speed at which 
pitch increases, ordecreases, 


length of sound. 

Option five is Movement. 
This. controls the patterns 
and pattern movement of 
aliens! objects/ships etc. 
Again an editor is used with 
visual display so that you can 
create almost any pattern or 
movement you like. 

Option six allows you to 
alter the attack waves of the 
aliens, including the 


animation, points awarded | 
| for each destroyved, pattern 


under which they start à 
game, numbers of aliens In 


|pach attack wave, whether Or 


pressing | 





classes of sound effect | 


allen explosions. Selecting | 


not they drop bombs, and 
aiso what pattern of attack 
wave follows the “current 
one. 

The last two options allow 
vou to save your redesigned 
game or reload it, 

Obviously this |s a very 
complex program, which 
allows great flexibility and 
offers enjoyment on two 
levels, both playing and 
designing. The. instruction 
booklet is well designed, 
very clear, and includes a 
technical appendix which 
may be of interest, as well as 
various tables to aid games 
design. They have also been 
thoughtful enough to 
provide blank pages at the 
end for the players own 
notes. 

Any combination of 


control keys or joysticks may | 
(depends on the level of play 


be accommodated as 
desired. 

CRITICISM 

Excellent packaging and 
instructions. The eight pre- 
programmed games are 
quite simple butthegraphics 
are of good quality, and 
anything can be redesigned. 
The variations and experi- 
ments are endless. 

I was disappointed by the 
actual games pre-program- 
meo, which were el! very 
simple, But then, half the fun 
is redesigning everything, 
and its possible to make 
some very bloody-minded 
and hard to play games from 
this little package. 

The graphics are excel- 
tent, and Um not talking 
about the game graphics but 
those on the various 
menues. The little fader 
type visuals are wonderful 

“The program is USBF- 
friendly so you don't have to 
be an expert in machine 
code programming. Even al 
£15 Games Designer 
represents good value for 
money. 


COMMENTS 


Keyboard positions: up to 
vou! 

Joystick options: up to you! 
Keyboard play: positive 

Use of colour: up to you! 
Graphics: excellent and 

then up to you! 

Sound: up to you! 

Skill levels: up to you! 

Lives: uo to you! 

General rating: Highly 
recommended 

Since the ratings hardly 
apply to this program we 
asked the reviewers to give 
an overall percentage. Ilwas 
82%. 


LASERWARP 


Producer: Mikrogen 
Memory required: 48K 
Retail price: £5.95 
Language: Machine code 
Author: C. Hinsley 


Mikrogen claim that this 
game has it all. lt certainly 
has quite a lotanyway! Itisa 
very simple shoot em up 
which has you in control of a 
laser base while every known 
electronic alien in the 
universe is falling on you, 
swooping at you and hurlin 
indestructible missiles of all 
shapes and sizes at You. 
'Paranoia' might be a more 
apt title! 
The various aliens 
chosen) each have different 
movement characteristics 
and drop different types of 
missiles, including very 
mean, red-coloured heat 
seeking missiles which veer 
towards the laser base as 
they get lower, following 
slightly as it moves away. 
Surviving ten atlack waves 
leaves you facing The 
Master who sounds like a 
nasty piece of work. Should 


vou destroy him, he returns | 


stronger than ever. The 
universe was never an 6asy 
place... 


CRITICISM 


“The game works quite 
well as a shoot em up, and | 
like the idea of many aliens 


“on screen at one time. The 


downward scrolling star 
background works nicely 
too, and in general the 
graphics are good. lthas well 
used colours although | 
thought they sesmed a little 





Laserwarp — such a fast game the camera fails to capture the spesd of 


the alien hordes. 


dull (dark). | 

'A very busy screen, which 
keeps you constantiy on 
your toes. Strong graphics 
and plenty of them, 
reasonable sound and a very 
lively shoot em up. Two od- 
díties though, the inlay says 
userdefinable keys, but | 
couldn't find any, and the 
game hardly requires them 
anyway. Aiso the insirue- 
tions on screen say N/L = 
Fire, when actually it's 
ENTER. Still, a very 9000 
game with a straightforward | 
appeal. 

'Laserwarpis the latest 
and greatest shoot em up 
game. It's highly addictive 
and fun to play. This may 
even challenge Imagine's Ar- | 
cadia as the best ever Spec- 
trum shoot em up. Extremely 
good value for money if you 
like arcade games. Only one 
niggle — the laser base fires | 
rather slowly. 





COMMENTS 
Control keys: S/D leftiright, 
ENTER = fire 
Joystick: none 
Keyboard play: responsive, 
but laser can only have one 
shot on screen at a time 
Colour: varied and 
reasonable 
Graphics: very good 
Sound: good 
Skill levels: 5 
Lives: 
Screens: 10 waves plus 

| master 
General rating: very good 
Useofcomputer 88% 
Graphics 85% 
Playability TBY% 

Getting started 50% 
Addictive qualities 30% 
Value for money 80% 
Overall TTY% 
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FRANCO FREY 
takes a NOIS$SY listen to the 


Ever had vour mother con- 
stantly nagging at you while 
playing something in- 
teresting? Well, now you can 
improve the situation by hay 
ing the Spectrum do the 
same. Impossible? Not any 
more with the Microspeech 
unit. The only difference is 
that the voice will sound like 
a Dalek rather than a Siren 
iyour mother) and that you 
can switch it off whenever 
you feel like it (Try that with 
your mother)! 

Considering the power of 
voice, the unit is very com- 
pact and installing it is kid's 
stuff, You also gain a beep 
amplifier, because the sound' 
is directed through your TV 
speaker. The detailed Pro- 
gramming Manual and 

monstration Tape display 
the whole 'voice' Spectrum 
| at your disposal and If you 
cant get to grips with it, try 
E listening to your mother now 
and again. 

Technically the unit is an 
alophone system, which 
means that like you and lit 
doesn't care about the 
writing or spelling of the 
words, but simply speaks b 
concatenating speecl 
sounds (allophones). To this 
| purpose the string variable 
| 5% has been reserved, which 
can be assigned by a LET 


dz 


statement: ' 

"LET s$ = “ssaavEE”: 
PAUSE 1 and on pressing 
ENTER the unit will detect 
with the PAUSE period the s$ 
and the inbuilt allophone in- 
terpreter will convert the 
allophone symbols within 
the string into speech code 
and place this into a FIFO 
(first In first out) buffer. The 
code in the buffer will 
automatically be output to 
the speech chip, while the 
BASIC program continues. 

The FIFO buffer resides 
near the top of memory bet- 
ween RAMTOP and UDG 
area and depending on the 
length of the buffer RAMTOP 
will have to be lowered with a 
CLEAR statement. The 
speech unit initialises RAM- 
TOP on startup to allow for a 
256 byte buffer (RAMTOP = 
65111 ona 48K machine) but 
this can be increased to the 
detriment of the BASIC 
memory area. There are 64 
allophone codes and 
therefore 64 allophone sym- 
bols to choose from. 

A one step intonation 
facility is provided (Daleks 
also get excited and raise 
their voices!) by using upper 
case letters (adds decimal 64 
to the allophone code). You 
can create a word or phrase 
Hbrary by assigning string 


variables consecutively to 
the reserved s$ string 
(always with PAUSE 1 in bet- 
ween), Or you can con- 
catenate individual string 
variables to form s$. À more 
compact solution is to use a 
string array and concatenate 
and even slice the individual 
array elements. 

| ou don't mind 
operating with aliophone 
codes directly, you can 
bypass the interpreter and 
operate directly on the FIFO 
buffer by POKEing the codes 
directly into the buffer 
memory area. Ônce loaded 
you set the stack pointer to 
one below the lastitem inthe 
buffer to be voiced by POKE- 
ing the stack pointer and — 
bedlam! Your Spectrum 
becomes an instant party 
Killer! Loading the buffer can 
be executed with a small 
BASIC loader program either 
via INPUT command or via 
DATA statements: 


LEI a = 65361 
READ Db: LEE x = b 
PR n= 7 TO (x - 1) READb 
PORE a,b 
LETa=- ae] 
NEXT m 
POKE 65365, 255 
POKE 65364, (6551 - a) 
4 DATA 21,6],39,24 (08,26,37,1,16,00, 
bl 549,55,3,19,55,3,35,14,20,13,55 


BaSEêsts 


s 








10 - LET a = 69H] 

20 INPUT INPUT “; (65362 = a): 
CODE -= "sb: IP b = DTHEN 
o TO &0 


Ei 

ti mn 

O Go TO 

100 FOR e = 6536] TO (a + 1y STEP =] 

110 PRINT c, PEÉK e 

2) NEXT é 

130 PRINT a, 6536] - as PRINT: 
PRINT “PRESS a TO Ao 

140 TF INKEVS = "a" TENGO TO 200 

150 60 To 140 

200 POE 65365, 255 


20 PORE 65364, [6536] = a) 


RR 
a 


FOME a, 

É ne=a-] 
20 

mm 


Whatever way you choose, 
always make sure your stack 
area doesnt drop below 


RAMTOP or your BASIC pro- 
gram will crash... In à 
similar way the machine 
code afficionado can (man) 
handie the FIFO and stack 
pointer directly from 
assembler or native code 
and so incorporate voice into 
“his silent Dalek game. Mind 
you, in space nobody can 
hear even the Spectrum 


m! 

H all this is softwearing 
you down and you are first 
and foremost' a game player, 
have no fear The Currah 
Microspeech is rapidly 
becoming an industry stan- 
dard addon and the tist 
below gives a hint of the 
games which already in 
clude voice facility. But 
beware of using the speech 
unit in combination with non 
compatible programs. 
BASIC and mic programs will 
undoubtedly crash or 
develop unwanted and 
potentially dangerous side 
effects due to the clashing of 
the FIFO buffer area with the 
program's own stack or pro- 

ram area (Play 

EATHCHASE or ATIC 
ATAC and you'll know what | 
mean). 

H you're wondering where 
to plug in your a inter 
face, be ready for a surprise: 
Neither Kempston nor Pro- 


tek, or most of the other 
joystick interfaces make pro- 
vision for an extension edge 
connector except AGF Cam- 
bridge and Sinclair (Interface 
1). It would appear that most 
of these companies rely ON 
the fact that they are the last 
link in the add-on chain and 
can price their products 
more competitively due tó 
the cost reduction. And 
since Currah would appear 
to have been thinking atong 
the same lines, itwillbe up to 
you the games player to sort 
out the bottleneck: The only 
sensible solution is à 56 way 
flat cable loom which plugs 
via a 28 position doublesided 
84º IDC edge connector 
socket to the Spectrum with 
two or three IDG edge com 
nector plugs along the 
length of the loom, so that 
the various add-ons may be 
connected up together -(A 
motherboard with several 
edge connectors ports will 
also do). Ceriainly not a 
cheap solution. Considering 
the fact that a games player 
will almost certainly require 
a joystick and the speech 
unit, this is definitely a huge 
drawback. 

Throughout the usage of 
the Currah Microspeech you 
will become increasingly 
neurotic and paranoid, 


believing to hear each and 
every word or thought 
repeated by an inhuman 
voice. Before consulting 
your psychiatrist, try enter 
ne LET keys = O and you 
will find immediate remedy 
and absolute tranquility 


while you key in your latest 


software creation: This com- 
mand will disable thevoicing 
of all the BASIC keywords 
and printable characters and 
you will instantly be able to 
hear yourself think again... 


CRITICISM 


Simple and small unit. Also 
acts as only a sound 
amplifier by diverting BEEP 
sound to TV loudspeaker. 
Easy programming from 
BASIC and mic as the unit is 
totally Independent. It onty 
requires feeding of a stack 
and setting of a stack 
pointer. But, as stack 
pointer and flagbytes reside 
in top of Spectrum memory. 
A) in BASIC, RAMTOP has to 
be moved down to protect 
this area; Bj in mic games, 
this area may already be us- 
ed and system will crash or 
go funny. Fortunately more 
and more software houses 
take this into acount. 
Altophone set is limited, but 





= 


works well (for English 


language). Intonation limited 


to one step only. Various but- | 


fers may be used, switching 
between them by changing 
the stack pointers. 


Price: High for a Spectrum | 
add-on, but considering the 8 


psd eg of the unit 
(speech chip controlled by 
allophone symbol inter 
preterimicroprocessor) a 
small miracle. The unit 
comes packaged in an at 
tractive card box with 
transparent window, Com- 
plete with demonstration 


cassette, programming. 
manual and all necessary 


connections. May be used 
with either 16K or 4BK Spec- 
trum. Price 29.90. 


LIMAS, JETMAN Uitimate 
LAS TERM END Mar tech 
BIRDS à BEES Bag Ty e 
COLOLERELASH Daik 


VOICE CHEESE free 

THE; GOLDEN BATOM Digital Fantasia 
THE TIME MACHINE Digital Fantasia 
ARREN DE DEATH T Lipgital Fantasia 
ARRCW CE DEATH IT Digital Fantasia 
FIRESIHDS  Lymersoft 

LIMAR RESCUE  Lyuernofr 

SEMED-DT Quickat lua 

GRAND FRIA DRINTA fritarn ia 

PP Mr. Micro 
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Kempston-type joystick or 
keyboard 
Om machine code. Special SHOOT EM UP 
animated cartoon graphics. Eggs fall on parachutes, watch Graphics simulation of the Fun-time educational game. 
Unique change screens them hatch Mutant Birds. popular game of bowls, Watch Full feature arithmetic. Do your 
features. Avoid the vicious Frendish Hawks, Laser, Missiles, the ball swerve towards the sums quickly or the ball will 
dogs, find the hidden exit and 100% machime code, Progres jack. But have you chosen the escape. Also-—Nine Lives 
escape. (5 star review), sive levels. weight and angle correctly? Candyman. 


ALL CASSETTES AT ONLY £5.50 EACH, INCLUDING FIRST CLASS POST & PACKING 












! Send cheque/postal order to: . , See our games and ih more at 
| LOTUS-SOFT, 43 MAES ROAD, LLANGENNECH, LLANELLI, DYFED SA14 SU | | POSI-TRON COMPUTING 
| e : 
| Name ..... pe PROA pe RP e citas ANE iai ARE E LORD HARRY Pisgse 1 3 STEPNEY ARCADE 
ESADOTGES esses ES E pa PR Jc Emas aa vio v i And at REGAL SOFTWARE GILLINGHAM 
i ULLT Ea 
. MOSES: E. E ACTAS AAA Edo in : GAMES CENTRE, LONDON 
and other good retail outlets | 
run bi qn Rca ig SRD a a PURE pune ato Eres Total Enclosed I ins Naga 
| (BLOCK CAPITALS PLEASE) TRADE ENQUIRIES WELCOME 


as 


Ê sr road without 


Uffindell delves into his 

software library for this 

month's dep dano as ha 

hops onto FROGGY, the 

most engaging Frogger tor 
the Spectrum, a game by 

| D.J.L. Software. 

— áÁslongas you cango 

| along with the fact that 

“-frogs drown if they fall in 

| the river, then as a game 

type Froggers' have a lot 

— going for them. The object 

- Ofthe game is to quide 

your frog across a busy 

etting 

*. squashed under the 

— vehicles, and then across 

“ the river on logs and turtle 


| backs without falling off, 


| | getting eaten by crocodiles 
orrun off the screen edge, 
and so into a frog home on 


— the farbank. 


On the road in this 


=. version, there ate trucks 
'. and much faster hot rods 


to leap between. The river 


pao E has four lanes alternating 


between logs and rows of 
turtles, each moving in tha 


| - opposite direction to the 


other. You must hop from 
- oneto the other without 


o falling into the river. The 

“» turiles have a nasty habit 

“. of submerging, and if this 
". happens while you are 


- Tiding on one, you will lose 
“ a Hfe if you don't jump 

- across toa log intime.  - 
Gnose onto the last odio 


(logs) you must jump neatly 
into one of the five frog 
homes. À miss-jump loses 
a lite — a successful one 
gabi in a targe smiling. 

frog in his home. Every now 

then a baby frog 

appears, floating down the 
river on a log and erving 
out for you to rescue it. To 
do this you must jump onto 
the log-carrying him and let 
it leap Ap onto your back. If 
vou get him safely home a 
bonus of 200 points is 
awarded. 

As the game goes on 
more hazards appear, such 
as aligators in the river and 
snakes on the bank of the 
river. The game will also 


HI-S3 CORE 
Notas 


(edit ua) 


Cereal ta 


sr 


size. The enfire 
* tame. 


bode bt e “e. kh UU f y k a de “e no e E a Ss E um na Ed gm: ER 
 CrashG ide Gan of the Month 


| Ourreviewer Matthew 


(Ufa CE) 


Ooo dad 


É speed up as each screen is 
Cleared, until the maximum 


speed is reached on screen 


7. Turtles also get scarcer 


and the logs get smaller in 
ame is 
played against the clock — 
about 25 seconds Is 
allowed to get a frog 


“across and home on screen 


one, but this reduces with 
Bach screen. There is also. 
a demo mode and a hall of 


This game is a very good 
copy of the arcade original 
and is very well produced, 
When | first saw it | though 
the character Dlock 
movement would spoil the 
game, but | was proved 
wrong. lt is very addictive 
and enjoyable to play. This 
must be the best Frogger 
around and | would 
recommend it to anyone. 
The game plays witha . 
kempston da (load 
one-side of tape) or cursor 
keys (load other side oÍ 
tape) and 50 cursor key 
Asas like Protek and 

F. Use of colour and 
sound is excellent as are 
the Instructions and 
general presentation. 


Matthew Uffindeil. 
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Nica homes = low deposit, morigages 
a OJL's charming gama tums a frog 
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| This is the heart of the magazine! A perpetually 
| updated guide to Spectrum software. Itis intended as a 
| brief but comprehensive listing for ready reference and 
noi as a detailed criticism of the games (although we 
will always reflect the original reviewers' commenis in 
the entry). You will find detailed reviews of newer pro- 





' grams in previous 








| Phoenix 





: 
Serambis/Delendar/Missile Delenta + 
ame mn s] 


NE] 


issues, the number of the issue 
being indicated in brackets after the retail price. 


The mammoth task of ensuring that every program 
for the Spectrum gets reviewed In brief for this section 
still goes on as we go to press, so certainly for the next 


iwo or three issues 
thoroughiy complete. 


he Living Guide wolht be 


Programs are listed under convenient headings (a 


list of the headings is given below). Under each head- | 


ing, programs are listed alphabetically by title, we then 
show the software producer's name, memory required 
to run the program, its recommended retail price and, 


where known, the author of the pr 


Fam. 


Reviews indicate what joystick option has been pro- 


| vided by the producer, if any. Programmable interfaces 


may obvioustly be used with almost all programs 
regardiess of joystick options. Please note that the use 
of the word joystick invariably refers to the type of joy- 
stick interface that can be used. 


INVADER/ GALAXIAN/ 





| PHOENIX 
Space Invaders began it all PR the 
more sophisticaied Galaxian and 


ames continued | The 


o, the ovldest avaliabla for the 
Spectrum. Consequently some 
versions have not stood the test of time 
as well as olhers. In Invaders serled 
ranks of variad aliens jiggla across tha 
screen getting lower and lower. 
Galanlans attack in lessar numbers 


but make up for by swooping allover | 


lhe place in an unsporismanilke 
manner. Phoenix games are similar, 
but the aliens are bird-like, there are 
eogs lo hit often meisors as well, and 
finally a mothership to destroy. In tha 
main most versions are very aliko and 
N der down to a matter o! personal 
choica. 


LIST OF HEADINGS O 


invade:/Gulaxian/P 3 
nvader/Galaxian/Phoenix Nil 
Astarotds and Fa o 









Cockpit Ga 






Ghost Gobbling 
Platiorm Games 
droenia-cravlios 
Griá mia 
Painters 
Trakkies 
Miscellansous 


hd Simulation 
Srs 
Advemura Games 
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d under this heading are | 








ARCADIA 


| Producer: imagine, T6K £5.50 


Geaneraliy considered to be the best 


| shoot em up game around, Aliens 


come indróves from the right. each 
wave more suicidal thanthe last. 
Continuous fire and thrust (to hall 
tha screen height only) with good 
keyboard positions. Excellent hi-res 
smooth graphics. doystick: 
Kempstôn (and sóftlink [1 or Fuller. 


| Addictive and difficultto master, 


ASTRO BLASTER 
Producer: Quigksiiva, 16 £4.95 


| Author dohn Edwards 


Quicksilva's go at galaxian/phoenix 
ig creditably fast and difficult to 
master, featuring tive attack waves in 
three phases — Cybird, Meteor and 
Plasma, sach of which have their 
own characteristics. Oddly enough 
the first wave |s the most difficult. 
You're given tive shields. Graphios 
and sound are neai. Joysilck: 
Kempston, 


COSMIC GUERILLA 

Producer: Crystal, 16K £5.50 

This game isa copy olanarcade 
shoot em up and almost makes a 
Category of ts own. Aliens stand in 
several vertical columns on either 


Side glihescrésn, The centre block 


is astaçk of humans and your three 


ve A | Space ships (and lives). Yourshipis 
M| atthebase, firing up. Aliens zip 


across to the Centre, graba human 
and abduct him to the side. 

Eventually they can get at the three 
ships and steal those. For each one 


| they get to theside you lose a life, 


Too rapid fire shoriens the ranga so 
IES better to be accurate than fast, 
Features fast motherships that zip 
along the base just above your head 
and fire à! vou, rapid mutants andsix 


| dHticulty levels. Joystick: Kempston, 


Recommended. 


FIREBIROS 


É 1 Producer; Soltok, 16K [5.95 


Author: Graeme Devine 

A classic phoenix. Fire rate and 
laft/'right movement are the best 
we vê seen. Beautiful graphics 
featuring ted Firebirds, blua 





Bombers and white Weavers in an 
intricate dance of death. 100 percent 
machine code, Very difficuli to get to 
seg the mothership, but worth it! 
Highly recommended, 


| FIREHAWKS 


Producer: Postern, 16K.£6.95 (1) 
Author D Hoóskins & E Davias 
Firahawks is litoraily a Phoenix 
game but practically it's an Invader 
mutation. Your mission isto defend 
your ptanet from the deadly 
Firehawks of the titie. They come in 
search of lina 7 and should one be 
allowed to tand it turns into a giant 
Phoenix and flaps away — end of 
ame, The birds line up at the top oí 
tha sereen and you fire up with your 
laser beam. In the way are plasma 


-Gereens which resembls decorativa 


bregze blocks. The birds have to ge! 
round them and you must shoo! 
them away to get at the birds. 
Graphics are quite large but thera's 
no animation, and despite the 15 
skill levels and 15 speeds Il doesn't 
add up to much and is overpriced. 
No joystick option, poor control key 
response, 00d sound, generally 
fair. Overall CRASH rating 51%. 
BASIC + some code. 


GALACTIC ABDUGTORS 

Producer: Anirog, TOM £5.05 

This version features larga animated 
graphics. Tha aliens weave fanciful 
patterns when atlacking and have 
the cute habit of eating your 
population when you're notlookina, 
only throwing back their skulls. 1 0 
percent machine code, Hi-score. 
doystick option. 


GALACTIC TRODPER 


| Producer: Homik, 16K £5.99 


Author: lan Morrison 

Haltway between an invador and 
galaxian type, this three skill level 
game giters ressonably atiractiva 
graphics and plenty ot them. You're 
at the base firing up at ten bomb 
racks containing five aliens per rack. 
Above them amothership floats 
hazily from left to rightand back 
again. To hitit you must blast out all 
tive aliens from a rack so you can fire 
through the gap. Aliens reproduce 
tastl For more points there are a few 
saucers thai venture out, but they're 
aasy to hit. The aliens drop bombs 
on you but tha screen is 50 full thai 
tha dropping distance is smalland 
they are hard to dodge, Skill doesn't 
appear to bee factor, rather luck. Hi- 
store. Joystick: Kempston or 
Sinciair, machine code, only average 


| value for money. 


BALAKZIONS 

Producer: Mikrogen, 16K £5.95 
One of the weaker games with lhres 
Skill levels amd altackers more 


| resembling invader aliens than 


anything else. Tha rate 61 
continugus fire is wrong for the siow 
attack patterns, robbing tha game o! 
any exciement, Works with 
Mikrogen Il joystick. Machine code, 
One or two player games. 


GALAXIANS 

Producer: Artic, T6K E4.95 
À quod copy and a classic version 
with ning leveis of pray, hi-score, 
personalised scoring, one àr two 
playera games. Features swocping 
Galaxians and hi-res explosions. 


| Joystick: Kempston. Machine-code. 


Very good value for monay. 


HAWKS 

Progucer: Lotus-Soll, 16K £5.50 (7) 
Author: Derek Jones 

This is a pretty hefty shoot em up 
where you're pitied againstwaves of 
hawks which drop eggs. Thess egos 
hateh out in the ground and become 
mutant hawks which form up for 
later attacks. You are in control ofan 
old Astergid Mining Vehicia which 
can fire missiles at the birds and 
laHling eggs, a laser and also lay 
minas over the downed eggs, These 


also blow up the vehicle ifihey go ofl | 


under it. There are a large number of 
control keys s0 speed and rellexes 
Are 0! the Essence; Good colours 
and graphics, plenty ta do and 
exciting to play. Good control key 
positions and reasonable sound, 
mukipla skill lavels, General rating, 
good & addictive, overall CRASH 
rating 75%. 100% M/C, 


HEADBANGER 


“ Producer: Liamasofl, dOK £d.9s . 


Liamasol! |s one of thoss companies 
that got famous fast, though looking 
atthis game one wonders why, The 
Sky is raining hammers (makes à 
change from ravening aliens | 
suppõse) and Chico must carry bags 
df money from one side ol the 
screen to lhe other under the partial 
shelter of four blocks whichara 
being eroded by the falling 
hammers. in betwegn the shelters 
Chico can nut lhe hammers for 
points, but after ten ha gets a 
headaçhe and mustthen nuta red 
aspirin hammer. Harmmers hitting 
his body instead o! his head lose a 
le: Getting a money bag across 
Bafely resiores one shelter. Badly 
put together and rather pointlesa. 


INVADERS 
Producer: Ártico, 16K £4.95 


Although thisis a standardandelose | 


Copy of the original, the hi-res 


| graphics stand up quite well to the 


test of time. Nine levels of play and 
four variations Of alien, 


INVASION FORGE 

Producer: Ártico, 16H £4.95 

Artic's engaging and addictive 
phoenix game has the mothership 
protected by a force figid hovering 
above your base. Should your 
misailes hit il they aro returned back 
as lhreel Tha mothership is only 
vulngrabia in its contro! contre. 
There are loads ofbomb-dropping 
aligns Happingaround. Three lives, 
two-skill levels and harder screens. 
Neat touch — if your base Is hit tha 


Artic iorry rushes out to repair Il 


between lives, Generally 
recommended. 


KAMIKAZE 

Producer: AGF, TEM £5,75 

Basically a galaxian game. Pit your 
wits against wave alter wave of 
suitidal fighter aircrafi which swoop 
down on you dropping bombs. Clear 
two Scrgens and you gelta bonus 
Screen against casy-to-hil 
helicopters before returning to the 
main feature, Graphics are attractivo 
ta bit flickery and the mushroom 
shaped explosions are good. 


| Continuous sound ofattacking 


alrcraft uniess you drown them out 
with lhe sound.o! your continuous 
hre, Hall of fame, no joystick option. 


SPACE INTRUDERS 

Producer: Quicksilva, 16H [4.95 

A ciose copy 01 Invaders with rather 
Small gráphics thai work in 
Character Diocks. Fast but out of 







































SPACE RAIDERS 
Producer: Psion, 16K £4.05 
Anóiher close Invaders copy wilh 
better graphics than Space 

| Iniruders, but slower and noi 
partigulariy addietive to play 


SPACE ZOMBIES 

Producer: Mikrogen, T6R £5.95 

One critic thought this was pathetic. 
anúther liked it. Certainhy a 'quaint 
game. You mat the screen base 
firing upat à bunch of highiy 
coloured alien zombies which chug 
gbout the sergen Ike a train, getting 
longer with each screen. The 
graphics are big, there s continuous 
fira, a nice-moving star background, 
and fhe main feature is the arratic 
and highly unpredictable movement 
ótihealiens. Three speeds, one or 

two player games, plenty of levels (at 

“least six betore |-got killed off). 
doysthigk: Mikrogen Il good value 
butnot terribly addictive. 








TERROR DAKTIL 30 
Producer: Melbourne House, 48 
£6,05. 

Not, you might think by the title, à 
galaxian/Invader type game, But it is 
really. There's à 30 landscape and 
2) massed Daktils in the distance 
moving jsut like space inva ders, To 

| hitthem you must gel the 
dimensional trajectory Of your 
'battered' Cannon correct. 
Frequentiy One will swo0p down Gn 
| youin very good animated line 

PR drawing. You gel more poínis for 
hitting Llha swogping ones, butits 
sater to dodge them, Notup to | 
Melbourne House's usual standard 
pi he sound — what happened to 
Hm 


THE DETECTIVE 

Producer: Arcade, 48K £5.50 
Another game which sounds 
unilkely as a gaiaxian type 
contender, but then, we could À 
quite figure what tha tie had to do 
with fhe game. Butitisa good game 
anyway, Nice packaging as usual 
rom Arcade and refleçted in Lhe 
graphics. Avóid the falilng objects 
which change charactenistic by level 
st) orshooi them for póints. Tyres (7) 

| form vp like lhunderciouds and fall 

| om you, a wreiched 409 keeps 
stealing your points. Avoid him by 
using the wrap-around sersen. 25 
levels. Joystick: Kempston and AGF 
prProtak. Good value. 


WINGED AVENGER 
Producer: Workiorca, 16 £5.00 
Something ofa cult among galaxtan 
fans, with two opilons (2-pert load) 
for the'brave and 'also-rans. Six 
skill levels, faser, jorcetietd barrier 
and simple but eMective graphios. 
This isa tastgametor the experis — 
novices might not even realise 
| they've tostall their lives. 
Disappointing graphics and 
uitimately not of tasting appeal, 












































































ASTEROIDS/SPACE 


With some exceptions, Asterold type 
games tend to be less colouríul tan 
most arcade programs  - some are 
virtually black and white, but the 
category is 
mpular. Also 

ding are ' 
very It to 


CONFUSION 

Producer; Blaby, 58K E4.B5 

There's something ofa frogger feel 
to this ultra-fast game. Alien ships 
zip along parallel tracks which you 
must traverse, shooting them for . 
points. Impossible without a joystick 
and difficult with, goes with 
Kempston or AGF or Protek. 
Generally lasg than one expects 
from the usually excellent Blaby 


people. 


included under this 
ce games which have 
with asteroids. 


BLACK HOLE 

Producer; Fantasy, 16A E5.50 
Centre screen is the Black Hole, 
from which emerge three types of 


deltected by the force of the Black 
Hole, which makes aiming dificult, 
and the third weapon has a limited 


to loss of power, and the allens fire 


séreen, lhe area to which you re 
but too many keys make this game 


hard to enjoy, end there are Loo 
many for a joystick to handie. 


BLOCKADE RUNNER 
Author Graham dohns 


gut of reasonably original deep 
space Zappowham games, alóng 


this supply ship, running the 
blockade of earth by some nasty 
alians and there are 5 layers Of 
defençes to get through. First a 


pe dodged or shot, then a layer of 
vertical laser barrigrs which you 


try to pull you 0H course, finally à 


fast and violent—it has tó beto 
dodge the laser beams: Pity the 


sl one of the most | 





alien craft. Two of you weapons are 


range. Indiscriminate shooting leads | 


back. To make matters worse there 
is space debris to avoid on the lefio? 


confined. Control in eight directions, 


Producer: Thorn EMI, 16k £6.95 (1) 


Just when you thought they had run 


| comes Blockade Runner. You're in 


dense shower of meteors which Can 


must dodge, then tractor beam units 


ileat ot alten ships try to blast you to 
kingdom come, Should you survive 
this frenatic gauntiet, you must then 
transfer your cargo pods to an earth 
ship. Control response ts frighlenly 


control keys are laid outfor the 
Sinclair joystick-—they're very 
awkward. À popular game far shoot! 


"em upeaddiciswith plenty of 


playability, but maybe lacking in 
great lasting appeal, Joystick: 
Sinclair, Kempston. & skill levels, 5 
lives. CRASH rating: fairty good, 
overall 63% M/C. 


COSMIC DEBRIS 
Producer: Artic, 48K £4.06 


| Anarchetypa!l 'asteroids' game with 


hardiy any colour at all. Hollow 
outiines tor the asteroids which' 
shatter into smaller fragments when 
pit, Rotate, thrustand hnyperspace 
and typically nasty [lying saucers 
thai appesr when you don't need 
them. Two speeds [fast and suicidal 
— and they mean it) with bonus 
ships for points. A game this fast 
should have continuous fire facility, 
but doesn't No popular joystick 
facility, Good valus for asteroid 
addicts who lika a fast game, 























































































DEEP SPACE 

Producer: PSS, 488 £5.9% 

A standard version ol asteroids wlh 
“ rotate left and right, thrust, 
hyperspace and fire, wrap around 
soreen and-alien ships. Carl 
comment on the game's quality 
since none-o! our thrêe review 
copies would toad. 


JETPAC 

| Producer; Ultimato, 16K £5.50 
There's not much can be said about 
Uhimate that hasn't already been 
said. Graphics and presentation are 
of the highest standard. In detpac 
you must get your spaceman to 
assemble a rocket and fuel il, steal 
as many gems as you can and avoid 
theirate aliens or kill them with the 
laser, When assembled fhe rockel 
takes ofi tor anólher planet to 
plunder. Re-assemble the ship after 
iva planeta. Five levels-of different 
altana, Joystick: Kempliston. One or 
Two playar games, continuous fire 
and movement In elght direchons. 
Highly recommended, 




































































KOSMIC PIRATE 
Producer: Blaby, 4BK £d.D5 
There's a factory below on the planet 
which you must plunder, guiding 
yóur ship through the heavy alien 
space trafico. deseptively simply 
looking game with good graphics 
and sound and really a trogger 
variant. MC. Joystick: Kempston. 


METERDIDS 

DK Tronics, TER Ed. 55 

in away it's as well this game isin 
the cheaper bracke! because itisn't 
avery good prográm. The 

graphics are jerky in movementand 


the relative speed of craíftto 


asteroids |s too-slow. Worst of all 
vou car only use one function ala 
time so you can't fire while rotating 
or thrusting. There is a usetul 
'radefine' function which allows vou 
to change kayboard optonsand 
altar lhe-way in which the game 
plays. No joystick faciity, unless 
redefined to cursor keys lo use AGF 
or Protek. 





METEDR STORM 

Quicksilva, TBK E4.95 
Mercifully, Quickailva have proved 
their originality in the games lista by 
going onto games which make this 
one look as silly as itis, Hyou like 
astorold games then this is pretty 
last. Simple outlines hover ima blank 
black space. Ship orientationds In 
elght directions using all the number 
keys which means you cant 
concentrate-on the game 


MISSION IMPOSSIBLE 
Producer: Silverso!t, 16K £5.95/1) 
Author; Jeremy Brown 
This isa Lander lype game whera 
you must guide your craltdown to & 
ptanet's surtáce and rescue stranded 
astronauls or miners or something 
and return them to the motharship 
abova. To gel down to the planei you 
must dodge your way through the | 
massas of asteroids, and then return 
through layers o! enemy shipping. 
Controis provide a retro rocket lor 
braking, important when landing ds 
an inacourate or fast landing results 
in-death. On lhe return journey lhe 
retro becomes a gun to ghost al tha 
aliens. On higher levels there is also 
aforgefield as a added hazard. 
Throughout, thegraphics are very 
good and move smogthhy. Thus isa 
very difligult game and bound to be 
addiotive. Takes time to ge! good 8! 
it, Sensible control keys, joystick: 
AGE, Protek or Kempston. 3 playing 
spesds. over 50 screens, generally 
recommended. Overall CRASH 
rating BO% MC. 
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PLANETOIOS 


Producer; Psion, 16K £4.95 


Avery good copy and a classio 
versson with lhe best graphics of the 
lot. Nite bright yellow asteroids 


| which shaller satisfyinghy, À bit 


slow, allhough lhe shaitered 


 tragments change direction and 


move faster. Alien ships are well 
delined grephically. Using Z/X tor 
rotation and SPACE/ENTER tor 
fira/thrust is quite good, but H for 
hyperspace lakes some getting to in 
an emergency, No skill jávels, which 
means the addictivity rating 5 ow, 
but good valug-at the price. No 


| oystick option, 


SCHIZMNOS 


| Producer: imagine, 16K 15,50 


Imagina come up with some.o! the 
best games — this lan't one of them, 
You're supposed to clear thespace 
lanes 61 Civilisation's debris by 
bulidozing tinto a black hole inthe 
centre oi lhascreen. The graphics: 
are black and white, though nicely 
drawn bul the game is confusing. 
Joystok: Fuller, 


SENTINEL 

Producer: Abacus, 16H £5.00 
Prevant the enemy from altacking 
ha five Sentinel space stations with 
yourtour ships, Caretul though = 
your (hree remaining ships (lives) 
are dóckad with the station so df your 
protective séreen isn'tetlectivo you 
can lose lives befors you've even had 
ge chance lo use hem! Enemy comes 


“In various forms and meteroids make 


lite mpossibla at times. Four 
weapons are laser and a quided 
misgsile so you have to contend with 
leftiright cotalion, Ihrust, laser fire, 
missile tire and two controls For 
quiding il, which makes Sentinel a 


| game for the lour-handed player! 


N, god there's a force figid for the 
station = five-shanded player! À 


| 800d fast and lurigus game. Good 


value. No joystick option, 


SHUTTLE 
Proguçar: Biaby, 48K £5:95 
Take your shutfie craft from the 


| móthershipano destend to two 


specially Created landing spaces on 
the planef's hilly gurlage to rescue 
the stranded astronauts, whleh 
stand on the hillsides waving their 
arms teanticálhy You can only lake 
one ata dime and landino results ln 
the negrest dashina to your crafiand 
partiaisalsty. Unioriunately the sky 
is crowded with bi-directignal j 
meteors Thã graphics are cute and 
the sound very good, but theiniay 
card suggests you can fire at 
something when you cant. Avosding 
the metegrs is simply done by 
dodgirg them (a sort o! Irogger). 


| Not the most addicitve of Blaby's 


| games. bulls] very playabla. 


doysttk: Kempston AGF or Protek. 
SPECTROIO STORM 


| Produçer Abersolt, 4BK £4.95 


A very now asteróidgame and one of 
tha most colourtul witha pretty 


| packed screen. Wrap around action 


and multi-shapéd objects. Good 
acceteration and braking but 
requires a fender louch as the action 
is quite vigient. Hyperspace, nó 
dificulty levels: di looks good but it- 
heeds more plavability to putitin the 
top rank. Joystick: Kempeton AGF 
or Prolek 


3 DEEP SPACE 

Producer Posterm, 16K £7.95(1) 
Thisis the, by now, famous real 3D 
game which usés red and blue 
spectactes tocreatea three 
dimensional feeling. Sadly the affact 
doesmi come off at all, with few 
people reporting anysuccess with 
thecettocr On tóp ofthal. lhe game 


48 





sell is nol-suHiciently exciting 
enough to be worth the very high 
priceasked. Basically youship 
movesverticallyal the lef olscreen, 
conifronting the alien ships which 


move from rightto left. You.can 


zoom inand out of thescreen to 
match the depth of the allacking 


vessels. E control kays, no joysHck 


opuon. smooth movement but not 
colburiutand only average sound. 
Overall CRASH rating M/C: 


VIDLENT UNIVERSE 

Prôducer: Fantasy, 16K 15.50 

This game has an essential 
dilarence — instead oi firing ahead, 
you lay gas clouds behind vou to 
destroy the aliens, The aliens are 
made of anti-maiter, so as they rush 
headling imo your vapour clouds 
they're anihilated. You must score 
1000 points within 40 seconds to get 
to the next level, anidea which 
makes this game extremely addictive 


| toplay. Wrap around screen, à- 


dirsctiónal movement in a vary 
crowded screen. Hiding insidoone 
of your vapour clouds is a engaky 
way of avóidina death. Joystick: 
Kempston, AGF. Protek, Fuller or 
Mikrogen IH. Good value. 


SCRAMBLE/ DEFENDER/ 


MISSILE DEFENCE 


For many arcade anthuslasts defender 





and serambla games are lhe kings of 
Flying. shoot em ups. They require 


quick reflexes and excellent hand/eye | 


control. Of the home computer lhay 
demand programs with sgensible 
control PA bp or joysticks Jor 
mp results. In scramble games vou 

ly à misslon against a hidden enemy 
bass, whereas as in defender games 
you must restue humanity aí the same 
time. In elthar case the game |s played 
in profile, showing the pogranhy o! 
the ground over which you ara flying. 


issile defence is simplar, showing 


missile traces ing on your 
cities. You must guide the antl-missile 
defente by sigting cross hairs at thê 

enemy misgite 


leading points of 
traces. 


ARMAGEDDON 

Producer: Ocean, TEM £5.590 

This versiónis à classic missile 
delence game wilh excelleni 
graphics, especially the sunburs! 
explosons. The missite traces split 
Into several traces, coming thicker 
and faster with daçh wave, The 
avallabla number of mibsiles in your 
armoury for each wave is shown aí 
the base ofthe straen and above 
thatare yoursix cities which you are 
protecting. After each altack wave 
tha program updates your-score and 
Gites left. Nice titia graphics and 
“end card. Recommended, 


ARMAGEDDON 
Producer Silversoft, 16M-€5.85 (1) 


| Authors É Knighi 


Silversoft's version ot the much 
copled'Missile Command' arcade 
original is well up to-scrateh with 
good use of colour, and average 
sound. The graphics are simple but 
etléctive with very me explosions 
and a sultably disgustina frying 
sound to accompany them. Features 


Sin-cHies, three missile bases, 


aircrafi and bomb-dropping 
satelites a nd heat sensitive misailes 
which hover above a detonation unill 
its safe tô descend further. Gets 
increasinaly fast, medium addictive, 
sensible control keys and Kempston 
joystick (via a d-part load), Overall 
CRASH rating 68% MC, 


| COSMIC RAIDERS 


Producer: Mikrogen, 18H E5,95 
One of the few limes anarcado 
gamehas been improved upon, said 
Personal Computing Tocar. That 





f 


Fr 
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mighi tea bilexaggerated, but the 
graphics and côntro! response ars 
very good indeed. You must race 
across the planet and destroy lhe 
alien master ships in the dair. The 
Cityscape bantath is densely 
pópulated and green grabbers keep 
abduchng lhe humans. Knock out 
the aliens with smart bombs, bu 


then you mustcaten the falling 


humans before they splat. Hosts of 
olhar alein fighters threaten vou. 
Features long range scan, reverse. 
Long range shows the whole 
distanceto travel, Keyboard 
posittoning is sensible, which is as 
well, às this game does not have a 
joystick facility. 


DEFENDAR | 
Producer, Mibrogen, 48K E5.95 


| Author É Hinsley 
The title sayst all, god it turns outto 
| ba a prettiyciassic looking Defender 


game with tha familiar zg-Zag 
outilne landscape, siga humans, 
and assoried alien craft. There is the 
radar screen at lhe top as well 
Control 5 quite good with sersibla 
keys allowing for Llhrust, reverse, 
laser and smartbombs as wellas a 
hyperspaca facitity Butihere is 
something lacking in the feeland 
play. Perhaps it's thespead which 
seems siow compared to olher 
verstons combined with the facil thai 


| Nsgems quite easy to play. Inlay 


statos user-definable keys, but iherá 
arentany. Good, brightgraphics 
and reasonabia sound, Overall 
CRASH rating 69% MC. 


FIREFLASH 

Producer Abaçus, 16K €5.95/1] 
Author & Ely 

This iã a very superior 'Messilg 
Command' style game and a names 
designer in one — another from the 
Speciatists in games fór esght- 
tingered players. Yourbase has 4 
missile launch pads suppliad ty 
underground tunneis, and 2 laser 
bases at either end oi the screen. 
incoming ation misgites split intos 
small and hard to hit warheads tino! 
destróved quickty Toumuyst select 


MEN a 





the faunch pad required, fire thá 
missile, quide it to its targel and 
detonate it at tha correct moment, | 
thats notenough, low flying alten 
crait bomb your instaltalions, If you 
like a fast difticult to master game, 
then this ts for you: But many factors 
can be modified by the clever POKE 


| facility which allows you to redesign 


lhe game to sul! your ountaste. On 
the revorse side isa free game called 
Bastroyer, Uses 6 control keys, no 
Joystick option, excellent graphics, 
recommended. CRASH overall 
rating 78% MC. 


GROUND ATTACK 

Producer: Silversoll, 15K £5.95 
Thisis similar to 'Penatrator by 
Melbourne House, but is nowhera as 
gooda program. |f'5 lhe sister gama 
to"Orbiter', Here vou must atiack lhe 
aliéns in their underground caverns. 
Weapons are bombs and laser and 
Ihare are fuel dumps for póimis, 
Thrust and decelerate and nine skill 
levels (different speeds of play) with 
lhe cursor keys and and O or 
direction and fire, which d5 not the 
best arrangement. Nojoystick 
tacitity. There are beHer value games 
around of ihis typa. 


HARRIER ATTACK 
Producer: Martech/Durroll, TOM 


| 16.95 


This game segmed to upseta loto! 
magazine reviewers because of ita 
unstated reference to the-Falkiands 
War! Bad taste perhaps? In any 
event. a completely daft reason to 
givé an excellenigamea poor 
review, You must take off from-an 
alrgraft carrier, dodge quided 
missiles fired at you lrom an enemy 
ship, then fly over a heavily 
defended island, bombing the anti- 
airgraft guns, avording the enemy 
Hghters and shovting them down. 
Keep your spesd up or you'li-runout 
of fuel before reaching the climactio 
bombing rumon the town (Port | 
Staniey perhaps?) Then ts back to 
the aircraficarrer to land: Fast 
respóngses andifirst rate graphios 
the sun on the-sea Es particulariy 
g00d). Five skill levels. Keys are 
cursor (pily) wilh zero to fire, nineto 
bomb ane SPACE to eject, Joystick: 
Protekor AGF on the cursors. 
Highly recommended, 







































































| 
BE =| HIDDEN CITY 
| Producer: Bytowell, 16K £5.95 
Good, smooth graphics and three 
different frames make this a very 
E | playable game. Nº bombs here, only 

| alager and a quickiy used up fuel 
| supply, The first part makes you Eby 
across a plain LOWE rds a vertigal chil 
| Enemy missiles atiack feom the floor 
E and from the-chitf. If you enter lhe 
cave at the base of the clilt the 
second trame sorolis a0ross, 
presenting à mare containing feel 
dumps:-On surviving this there |s à 
scramble cavern with missiles and 
Hoating mines, and then the city to 
destroy. Six-difliculty levels, invisible 
barriera and time warp, Joystick. 
Kempston. 


SPECTRUM 


You arm tótully contused and dit 
baimg attacked from both sides by 
he most nastiest Alions kincevn in the 
Universe. agk AC 4a 


GOLD DIGGER 

Cho room route Mina árid 

find the Gold Nupgets, but kesp 

mesv irom the Nugpot Cnáshars . 
aBK MIC ÉS. 5 


CHOPPEA RESCUE 

Secentsts aro being entombed under 
Fiadio Active Wasto, Cn Fou DE à 
Helicogter Pilot, rescue them all in 
tina! dBE MIC Es Si 


KOSMIC PIRATE 
Guise your Pirata Votes! through the 
massive Hoet 01 Space Croft that has 
encirciad the plenet Vieros and try to 
steal your essential nesds. 

NEM MC E5,50 


DRAGON 32 


PLANET CONQUEST 
Land your Fregitar Ship entely and 
then you may cáturn 10 Dur maxi 
Soler Syoteim. (SH levuls OI) 

ER .BE 


DO O O ss O a o . 


DODO 

Staring Dodo and the Sabe Bees — 
Eou are the last surviing bread of 
Dados mone in die Antarchc, 
surrounded by leé Blocks and Snes 
Boss. Side tha dco Blocks onto ta 
Snow Beos q alectrity the walls to 
ill tem. [5.06 
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INVASION DF THE BODY SNATCHAS 
Proguedr: Crystal, 484 £6.50(1) 
a word ol warning — this game 
(indeed all new Crystal programs) 


E q 
mg E = 


nas a special loader which makes 


vou think il isn't loading properly. Il 


is a classic copy of the famous 
arcade original and features 
Landers, Bambers, Mutanits, 
Swarmers and Pods. There is an 


excellent radar Screen, One you can 


really use for fining up shots, and 
spectacular explostón graphios. 
Sadiy unless you own a Fulhér Box, 
the game is totally silent. As usual 
with Defender games, there is not 
much colour, but the graphics are 
tast and smooth. All in all probabty 
ihe bestversion for the Spectrum 
vet, Rather awbmard control keys, 


2% leftiright and N/M up'domn, Alo 


G tiro laser, Hto ENTER smart 
bombs. Joystick: AGF. Protek, 
Kempston, Fuller. CRASH rating, 


playabie and addictive, overall 70% 


MC. 


BARMY BURGERS 
SPECTRUM ASK 


o 


RE = ua A 
', e dr 4 Ep E EE MT 





BARMY BURGERS 

Bans Biurgers, Chonse and Lelluce 
- they aee ol there, ol you have fo 
do is put them together, lt-sóuinds 
sasy doesnótit, but ret vafonti ona Bro 
being chased by a fred Egg amd 
Sautáges! sa MIC'ES, 50 


HIGHRISE HARRY 
Fesiucng Miry Highrisa and im 
Rust Bugs = Guide Harry ho Painter 
nona tha Girders, up lhe Ladders, 
geito the Lifis, but mend the Slice. 
Flue iihocky aCreans, 

as Mr C ES SU 
PLUGGIT 
voung Percy Plugqgit must qui Dock 
to tus Circuit Board in time, phase 



























DRBITER 

Proquesr: Silversoft, 16X 45.55 
This is a much better game than 
Silversoits'Ground Attack andisa 
good version of the classto 
'Detonder ofarcade lame. The 
animated graphics are neat and the 
sound amusing. Control keys ara 
much better placed then inGÃ as. 
well, Chmb, diva, thrust, reverso, 
hyperspace, smart bombs and laser 


| allhelp you protect the humanoids 


from the marsuding alien crafi. 
Features an excellent long range 


| sean. No joystick facility, MC. 


PENETRATOR 

Produçgor: Melbourne house, 48H 
E6:55 

Probabty lhe definitive 'seramble 
game for the Spectrum. Four Tings o! 
detence- surround the alien base. 
each with its own problems of 
tandacale. Missilas take off 
continuouaiy quided by radar units 
(excellent animation) with gel 
more accurate if you tail to destroy 
enough ot them. Spocial feature 
allows you to reprogram lhe game o 
make your own landscape and alter 
the enemy's detences. Highiy 
recommended. Joystick: Kempsoft | 


REPULSAR 

Producor Sottak, 16K Eb.95 

Author Andraw Beale 

This is Softek's versión of missila 
defente andit is a close copy of the 
original. It's graphics are nowehre 
nearas good as Dcean's 
“Armageddon. On the other hand 1 
does have tha extra feature Of plenty 
of enemy planes buzzing around to 
dastroy às well as [he missiles 
themselves and the explosions ar& 
satistactory. It is also faster tó play 
than Ocean's verston, but somehow 
less fun. One side of this tape is for 
the keyboard (with a drsadiul 


| layout) and the other side is tor the 


Kempston joystick, The inlay card 


BLABY COMPUTER GAME 


FOR SPECTRUM AND DRAGON SOFTWARE 





aLaMY COMPUTER GAMES 


help hum to find tha jo cid E 
Its 


GOTCHA 

Attor escaping trom tha bocal Nick, 
Ernia 15-s00n back úp-to his old tricks 
ago! sk MC ES 50 
DODO 

Staring Doda amd the Snow Bees - 

Fou are the dast surviving breed of 
Dódo's afone Im tha  amiarciar 
surroundad by lipo Blocks ani ama 
Reis. Slide the lce Blocks onto the 
Srow Bees or elocoiby the uia to 
Berti pise. dE ACER EM 
LASER AUM 

Ely the tramch to destroy the ThE. 

faghiers. This ganha 15-sMouun mm ao 
perspectiva [5.05 


DEPT CM" BLABY COMPUTER GAMES CROSSWAYS HOUSE - LUTTERWORTH ROAD ' BLABY | LEICESTER ' 
TEL: 0542 773 * TELEX 342670 JRHHG 
DEALERS PLEASE ASK ABOUT QUA VIDEO TAFE WHICH CONTAINS QUA FULL RANGE OF GAMES 








doesn't tell you that key 
Mistorfire. Eight 

directlonal movement, 
generally okay, But nol as 
playabla as Armageddon. 


ROCKET RAIDER 

Producer; G-Toch, 16 E5.85 
This is the poor man's 'Penstrator 
and no mistake, The Inlay blurb 
promises a long range scan — but 
nothing appears on It exc ept the 
extremely limited landscape 
available to ly over, Fly ls hardiy tha 
word — you only move li the thrust 
button is held down, and when you 
do thal nothing else in lhegame 
moves except the lowering fusl 
gauge. Hitting lhe fuel tanks 
replenighes your tank and anyone 
can knock them off without diticulty 


* because the missiles are easily 


avoided and the flying saucers dont 
do anything. There'sno danger, nO 
thrilis and no skill ngedad. Keyboard 
positions are fine and the end oflite 
explosion |s the most imaginativo 
graphic in lhe game-Dne Or Iwo 
players, poorty complled machine 
code no joystick option. Theiniay 
card states that presgsing key 2 gives 
vou 'up'and'Tevarse. They mean'£ 
gives YOU EVERE. 


SCRAMBLE 

Producer: Mikrogon, 16K £5.50 

This is an enjoyable copy of tha 

arcade original and a Hexibie 

program as you're given a d-0 tiom E. 
menu (1 = missiles, 2 = UFOs, d= 

Meieors, 4 =Fortress) which means 

vou can leáp from partto partas you | 

choose, or fight your may through 

the correct sequence if you're a 

showotl. Three speeds with the 

graphics a bi shakyon last. LUsual 

lasers. bombs, fuel dumps, missilas 

with à neat ?-option on returming tô 

the next lite where you let ot, or 

changirg landscape each time. The | 
meteors are too difficulito be 






KILLER KONG 


SBECTRILH 


go LEIA 





KILLER KOMG 
Featuring live dcroend of arco 
action — Elgvátors — Kong — aro 


Manos Girl. 


Hamburgo — end even 
BK MT ESSO 


SHUTTLE 

Guado yout Shimiecratr down to tha 
suriace 01 Plane! Naxon. rósçuo the 
sirandad Space Poiról ando ratusm 
irem ona by one to tar safety of tha 
Monhersiup. aBr MC E4 05 








DISTRIBUTORS. PCS South West 


Centro Soft Exeter 
Birmingham (307 Ma 
0321-520 759] RETAIL OUTLETS 
WiH Smithá 
Crash Micros 
Lighting Recorte ted mil 
gindion major sofiware 
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enjoyable andihesoundisnt 
amazing. No joystick option and the 


| alum to playand good value. 





keys area bitora handiul (2 = down, 
4= up 8=brake, 7 = thrusi, O =Inger] 
and all lower roware bombs., All in 


ZAXXAN 

Producer: Starzone, 48K £5.50 (1) 
Author N Mardon 

With a change of one letter, the 
game everyone has wanted to get 
their hands on has reached the 
Spectrum at last and caused a stir at 
lhe Gth LA Microtair whore it was to 
ba s69n on the Crash Microstand for 
the first time, The compilad machine 
Code graphics are surprisingly 
smooth, considering how much 
detail has to keep scrolling 
diagonally across the screen. The 
objact isto tako your attack fighter 
through the inoreasingly dense 
defençes and destroy the Zaxxan 
tort, Features gun emptacements, 
tuel dumps, enemy aircrali, laser 
baams and walls with force fields — 
and of course lho shadow Of your 
tighter onthe floor. Colour is well 
used and the sound is fairly good, 
Good control keys and Kempston 
loystek, Good value for monay, 
addietive to play and amustfor 
£axxon' tans. Overall CRASH rating 
4% MIC 


COCKPIT GAMES 


There are now a number oÍ 
programs which glve you a forward 
view through the space ship's sersen. 
enough to make à category of their 
cum. Weve decided to call these 
Cockpit games. This section does not 
include any ol the Trek” games, which 


- Otan have a vigwscreen simulation, às 
“tey-come under their own heading. 
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THE BLACK PLANET 

Producer: Phipps Associates, 4AK 
ES. 95 

Author: E G Cornhill 

A mampmolh game tor wet Sundays. 
You] need a printer ora nole pad 
Dr a good memory, for the complax 
Of instructions are-on one side and 
há game on the other, Your task is 
to rid tha space lanes ol pirates 
whose home is on the Black Planet, 
whleh às invisible until you find the 
Key. which has been broken into 
Seven parts and distributed on 
seven different planets, which each 
have a dilerent arcade adventure, 
which esch has different key 
instructions, which means you've 
go! to know il all backwards! That 
said, fS tons Of fun. The cockpit 
view with moving stara Is very 
quod. An instrument panel tells you 
whete you are in space, where tha 
Star base is or the planeis on which 
ou must land. Navigaling is quite 
difficult, but if you get Wright tha 
sight of a planet logming up is very 
cimenalic, Fou Can land manualy 
Of use lhe aulo-dockihg featúre, 
Between planeis you may wel| be 


| allackêd by the pirates who know 


You are-after ihem, in which case 
You are into a furious dog fight, It's 
not a game for a lew moments. 
Excellent value and highly 
recommended. 


COSMOS 

Producer: Abbex, 16K £5.95 
Thekeyboard layout looks simple 
but 15 contusing to play with. Tha 
viam Sorgan shows vour convoy, 
WEICh you must protect. Enemy 
ships infes! space and so do * 
asteroids. tou havé two lasers wilh 
Cominugus fire. Movement adjusts 
the fisid of view to quite an -extent 
but without à long range scân it's 
difficult to antitipate properly. Tha 
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| Uruggian 


but nevertheless, à gare with good 
prayability. Joystick: Kemptson, 


GALAXY ATTACK 
Producer: Sunshine Books, 48K 
£5.85 
This is à real zaparoony o! a game 
with loade of playability, but be 
warned, you need to be an alien 
with three hands or a 15-digit 
Lruggian for keyboard control, The 
programme comes in three parts; in 
Space as you approach lhe 

5 plane, you must 
destróy their waves of figblers by 
centering the sight cross hairs: 
then on the planet's surlace, where 
your landad ship is surrounded by 
walkers and fighters; end then the 
finale attack on lhe orbiting moúther 
ship. Control response is good, 
Colour and sound excellent. and 
tha simple response is good, colour 
and sourmd excellent, and the 
simple 3-dimensional aliens work 
well. Recommended. No joystick. 


TIMEGATE 

Quicksilva, 48K £6, 95 

Excellent moving star backgrounds, 
in 3D give à real spate fegting to 
ihts 5-Skill level game; Long range 
scan shows you where the enomy 
are and you jump through space to 
the correct sector. Movement 
control 5 instant and keeping tha 
enemy in pour sights (5a tough 
task helped by a joystick 
(Kempston). |f you're sutceestul at 
Clearing the entire galaxy vou can 
land on the alens' planet to retual 
before jumping the-timegate to 
gnother infested galaxy. Full 
damage status readouts. Highiy 
recommended 


dD SPACE WARS 

Producer: Hewsor Consultants. 16K 
E5.95 1) 

Introducing a new race of ahens — 
the Seiddab (baddies spell 
Dackwards), this game is a 
sraighitórward zap em which does 
not boast the complexities of a Star 
Trek game, but isat leastto the 
point. The minute It starts the baddy 
Serddias are there, etched atainst à 
realistic moving star background, 
Below. your instrumetna are easy to 
read, bar codes for luel and spéed. 
Twin lasers fire from the visible nose 
Cons olyourcraltand area 
Satisiying effect Lineuplhecross 


colours are fine, sound rather poor, 








hairs on the enemy and fire away! 
The Seiddab craft are well drawn 
and move neatiy in3 dimensions; 
Hiring back when they want. There 


are reluelina pointsin spaçe which 


you must reach in time before your 
power runs out, Positive movement 
and smooth graphics, quite good 
sound. joystick: AGF, Protek and 
Rempston. Overall CRASH rating 
GB, racommended as good value, 
MO. 


JO SPAWN DF EVIL 

Producer: DK Tronics, 16K £4.95 
ea biofacheat—to kesp ilha 
programme in 16K the very long- 
winded inslruciions are on one side 
of ihe cassette and the game on the 
other, wilichis irritating al first. The 
vigwscrean works well with stars 
defining movement, but control is 
exceptionally stuggish and hitting 
ihe alien swarm isa bit like trying to 
Kill anta with a pogostick, In the end 
a slow and contusing game with no 


Maze gamas come in all shapes and 
sizes [this section excludes Pacman 
elyle games however). Some of those 
included here might noi even seem to 
FIL the E ul on reflection you 
will ses that in fact they are really 
maze games [at least. you might if you 
try hard], 
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jôvstick option. 


EZOOM 


Producer: Imagina, 48K [5.50 

We waited long enough pro bably 
the most famõus and wanted non: 
avaliable game, probably a clever 
proy on Imagine's part. Butit was 
worth lhe wait, Viawscrean shows 
vou a read over which you are living 
with ltite humans on the horizon 
whom you must save from the 
enemy bombers. These come in 
waves from the left, some just 


content to wipe out humanity, others | 


which turn and fire at you, wearing 
down your shield. 1 you survive two 
waves withoul getting destroyed or 
Crashing into the ground, there's a 
desert infested with tanks, and the 
sea with submarines and... Serolling 
graphics for the fitlgs all help to 
make this a vaty memorable game 
and excellant value for money. 
Joystick: Fuller & Kempston. 


fm = EC TT 


À NAZE GAMES 


ANDROIOS 

Producer: Sunshine Books, 4K 
£5.95 

Androids boasts a vast maze 
populated with homicidal robots and 
is Sunshine's version! 
Frenzy/Panic'. Armed witha laser 
tlires in the direction you're 
pointing) and five lives, you mus 
find the hidden exito the next level, 
apecial panef's replenish your forca 
Held and laser power, It's a 'nowin' 
game for points, Tha graphics are 
good, nie animation and machine 
code makes for high speed 
movement. Good value tor money 
and very playable. 
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| ANDROID | 

Producer: Vortex, 166 £5.95 

What we have here is 4 well lhought 
| cut andaddictive rape of the robots 
iFranzy/Berserk game with five skill 
deves and copious screens, Android 
Visa superior robot and he has to 
Nas his way through thewalis of the 
complex towards. what? (A reactor 
actually, but nho cares ifathe 
geluna there that's tum). His enemies 
areseveral types of unattractive 
manta (atiractive graphics) 
Imluchoo Gróupies (In groups), 
Wanderers (Juny lonies), Skaters 
(stilbering around amd hard to hit 
Hand Bouncers who land on your 

head when vyou'ra leastexpecting ll. 
Joystick: Kempston, Recommended. 


| BEDLAM | 
Produçer: MO Lothlorien, 164 £5.95 
E 
ret shoot em up game in 
“which the maze is nota central 
problem, but the infestation of 
beautitully animated créalures are. 
“ts supposed to be an asylum planet 
“are you're the only sane inmate [50 
“vou think)! Equipped veith your twin- 
rig photon ball, f'5 quite a task Lo 
kesp the ravening monsters at bay. 
They move faster and faster as lhey 
dashatyou and there ame also 
“saucerous quards nipping about, 
liting at your. The one drawback, 
parhaps, is that the creatures take à 
very predictable pathtowards you, 
but it's stillal extemely fast. Could 
have had more variation to heighten 
addietivity. User-delined control 
heys, 80 AGF or Protek joysticks are 
usable, pretty good valuva for money 
and an overall CRASH rating'of 78% 
ME. 


BRAIN DAMAGE 

Producer: Silversol, 168 £5.95 (1) 
Morrison & D Anderson 

Fourein charge oia tank deep 
inside à bored and dangerous 
computer which sees your presençe 
| 5a bitóilunito entiventis dreary 
He of computing. Hot on your tail 
are Electron Panzers, Marâuders, 
Centunions and Rogue Programs, 
each smarter than thelast The 
objaci, quite simply, is to hitone of 
these and promote to the next level, 
But iHgntaseasyas iisounds. lisa 
measure olhow last tha game can 
ba lhateven with enty one hat to 
concentrate on if remains a very 
difticult zap game to play. Oniy one 
Hiastata time but the laser beam 
ricochets (beautifully). A complex 
array of control keys allow for 4- 

| diregtional movementandturre! 
rotation. Neat, smooth graphics. 
good'sound, joyatick: Kemptson, 
AGF or Protek, 3 controlkey 
options; 3 skill levels, multiple 
screens, pretty addictive one dd 
the hang. Oyerall CRASH rating 60% 
Mire. 


CORRIDORS OF GENON 

Producer: New Goneration, 4BK 
5.951) 

A 90 Maze game which demands 

| 'Master Code' skills and numeric 
sequence recognition from the 
player. Deceptive in that it seems 
very ordinary at lirst'but rapidiy 
becomes unstoppabie,. Basically you 
must thread your way through the 
contentric ciructar-maze to find the 
central contro! room tor fhe evil 
computer ol Genon and destroy it 
Doors cut the Gorridors into 
segments and connect between 
adjacent córridors, Thesa aré 
oponed and shut by the computer 
Bad you cam open them by punching 
inhe correct code (gach set o! 
doors has le Dum numero : 
pequena). With your ESP athigh 
level the screon displays the next 
doors code. bul lhare'sa nasty 
monstercaledBoquichasina you, 
Each time he bogulises you, your 
ESP ques down and more doors 
have blanks which yôu must work 
out before lhe door opens or shuts 
“foryou, The Ingenióus touch lies in 
lhe excellent sound track otBegul's 
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thudding lgoisteps as he chases up 
behind you — turnaround and you'll 
sea him. Neat solid graphics and 
unysually playablo. Cursor keys for 
movement in conjuncton wlth-8 
koys (used with an quertay) for code 
breaking. Joystick: Kempston, AGF 
or Protek. Querall CRASH rating 
72%, excellent valve for money il 
vou enjoy a bit of Higuring, Mit. 


CRAZY BALLOONS 

Producar: A&F, T6K 25.75 

A simplê maze made up from 
crosses is only just big enough to lal 
your wagoling balloón through im 
places. Elsewhere you must use 
precision and timing o squeege 
Iarough without touching lhe sides. 
Extra points tor using the narrowest 
passages. Perhaps too simplistio for 
most, but'still notas easy asat first 
looks. There is a lime limit, 


CYBERTANKS * 
Producer: Star Dreams, T6K £5.05 
[t) 

Herethe maze actually represents 


the streets and buildings of a city. 


You're in commando! a tank, 
surrounded by the Gybertanks which 

ou must shoo! out ol existence 

store theygel you. You can blast 
your way through the maze walls to 
get at your enemy. If youcicar the 
first screen the second sheçi has 
minas Hiitered around which destroy 
anything that touçhes Lham Adin al 
Hbacomes very repetiive and our 
revigwers thought it reasonable but 
only average funto play. The 
graphics are quite small, although 
nicety designed and move smoothly 
enough = the title cards brliant. 
Two sets of control Keys, we! 
placed, joystick; Kemston, Overall 
CRASH rating 58% MC, 


DO DO 

Producer: Blaby, 48H £5.00 
Notatiirst sighta maze game, but 
this is pre where vou make yourQwn 
maze for prgtection trom the 
dreaded Snow Bees which intest the 
Arótic ice wastes whero you, the last 
iving Do Do. tind yoursell stranded 
(beal that lor a scenarto!) This 
innovative game from Blaby has 
chaimino graphics and 600d sound 
Basically you must shunit the ice 
Hocks around to escape tha Dbees or 
Crush them. lEyou re clever you can 
electrocute them agains! the walls, 
Joystick: Kempstón. Recommended. 


EMBASSY ASSAULT 

Producer (CL Sinclair, T6M-E4,95 
As the nations top secretagent your 
mission is jo acquire top secrel 
codes irom the code room ola 
foreign embassy, Actually all you 
have to do in ms dreary gamé is 
wend your way through a3D maze, 
upand down stairsand findihe 
róom, then get ou, alltimed agarmst 
the clock. No thrilisno spilsand 
very tew frilis, Each move means 
waiting interminably for tha 
cormidors to slowly bulldup. Nine 
levels with tha simplest taking 
spcoOnds. 
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| ESCAPE 


Producer: New Gensralion, 16K 

ES, 05 

Perhaps the most beautiful looking 
game yetlorihe Spectrum, Escape 
pits you agalnsta JD maze sesn 
from -shightly above 59 the horizontal 
pathwaye are obscured by the 
hedges. Somewhere in there is the 


| key to lhe exit As you enter a 


monster shoots in and homes in on 
you inexorably, Get lhe key and he 
Speeds up: Get out andyou're back 
witha maze and two monsters. Five 
lavels and a 'powin' situation lis 
depressing! One of the most panicky 
dis we va saen. Joystick: 
ampeoft |. Recommended. 


 ESCAPE-MCP 


Producer: Rabbit, 16K £5.50 

The Z80 processor bites back. Yes 
your Spectrum hãs gone berserk 
and you have been de-atomised. 
Youmust escape through nine levels 
white the MCP nomes in on you and 
tries to destroy you. Escape-MCP 
features a series of simple bul (as 
becomesciaar when you play) 
fiendishly laid oul mazes, 
represantin q the logic paths otthe 
processor, You start top leftand 
must first reach a key and lhen an 
exitto the nextlevel Slowly and 
inexorably the MCP sighthomes im 
on you and the trick is to moúvea along 
the palhs in such a way thal you 
leave vourselt enough time to make 
the key and exit. Notatalleasy. 
Cursor keys and user-defined. so 
almost any joystick can be used. An 
ada ctively infuriating game and 


| excellent value. 


ETÃ 

Producer: Abbex, 16/4584 £5.95 

In dBkK ETX spenks, though mostly 
what he says after the lbcquacious 
intross Quch" ET isstranded on 
Earthsearching forodd bits with 
wluch to construcl à phonehomea. 
The bits ara hidden in numerous 
welis. He's pursued by. a mad 
professor and a nasty from M15 (or 6 
or something. Only young Ermieis 
nice The game is charming to bok 
at but a little puzzhingto playdimes if 
seama impossible Lô excape lhe 
wretched professor. Program 
contained on bothsidos of the 
cassette. Joystick; Kempston. 


FRENZY 

Produser: Quicksilva, 16K £1.95 
almost every sottware house has ita 
version of the arcade favournita, 
Berserk, which pits you against evil 
robots in a- complex o! ssmple mazes, 
representing the difigrent rooms o! 
some gtenHoO: Life in these places 
must be hell because all tha walls are 
gtegtriigd, kilting you andithe poor 
otd robots: Quicksilva's version |5 
vety good ofitz type, mith simple bul 
smooth graphics: You jose a ie 
vou colide with mall, robot or 
exploding missile: Avording lhe 
missiles cai be done by lzaping 
through an êxit into another room, 
butas you do hordes more robots 
appear Thekeyvboard positions are 






rather 00d, direction and fire being 
controlled by keys 6-0 which makes 
dt dilficuli to use a joystick. 
Moderately addictive but not bad tor 
the price. 


LAST SUNSET FOR LATTICA 
Producer: Arcade, 48H £5.50 
Arcade seem tospecialise in 
obscure titles. Laltica is a complex 
maze with over 100 locations and 
thres levels populated wilnandroids. 
The walls are etectritiod so you must 
avoid them or lose one of your four 
lives. Thegim is to discoverithe 
tocator ota bomb winich will 
destroy the entire planet when dt 
explodes, and defuse il, murdaring 
ihe androids on your way. The 
graphicsare very g00d and rtehly 
coloured (you're a sor ol 'Horace- 


| Hike creature), Joystick 
| Kempstor'AGF orProtek and Cursor 


keys: Elghtdirectional moveméni. 
Good value. 


LORO HARAY & LADY HARRIET 
Producer; Lolus-Soft, T6M 4.85 (1) 
Author: Derek Jones 

The titia indicates thatil you wanta 
lady hero you can load side 2 instead | 


| ofside 1 for Lord Harry. The 
| inegbriated Lord is fostinhis friends 
| ornate garden lhe morning after the 


nightbefore. Ha must wander round, | 
gating mushrooms to keep aliva. 
wihils! trying to find the secret exit, 
There ara four interlinked gardens 
al tulhof puddias and trees in 
adoition to mushrooms, The lrses 
bar Fis way, the puddles lose a life — 
and'to make matters worse lhere are 
two quard'dogs chasing around afier 
him, In qria of the gardens there is a 


“ poisonóus mushrbóom whiçh, Lord 


Harry-aatsit, istheend ofhimuniess | 
ha finds lhe exit wihin 9a seconds. 
Reasonabiy well aid out contra! 
kays, altractive use of colour, but 
perhaps more gimad at lhe younger 
player rather than lhe arcade freak, 
Joystick: Kempston. Good valve for 
money, overall CRASH rating 63% 
MC. 


| MAZE DEATH RACE 


Proqucer- PSS, tBM E4-D5 

Youre in yourcar lost inthis 
endiesa maze, avóidina the hazards 
llkerock falls, ice, ol slicks and the 
mamães in their evil cars. Collect the 
flags for points and watch out for 
fuel dumps — the thirsty cárneeadea 
them frequently, Conttol is fast and 
positiva, good graphics and 
sorolling from screen to screens 
effective. À good, fas! pame. 
Unfortunately vou can talter 
between the three skill laveis once 
selected, and the ingtrubtións don! 
tail you that it's the cursor keys 
whichoperate. No Joystick Opllon 
buriti work wiih AGF or Protek, 
Machine code, moderatelyaddiciive. 


MAZIACS 

Producor: DM Tronics, 48K E5.05 [t) 
Author, Don Prrestloy 

This púre find-your-way-lhrough-a- 
maze-and-escape gamé is among 
the bestever trom DK. Simple in 


| concept its piayability liesin the- 


lovely graphics and its speed of play 
The aim is to enter ihe maze and 
discover lhegold, which millbe at 
laast 200 moóves away, Embedded im 
the walls aré many useful items like 
food andswords. Keep your 
strength up by eating and qa lhe 
sworda against lhe dreaded Maztacs, 
There are prisoners also embedded 
inthe maze walls and they vil tell 
you lhe shortast róute to the gold by 
marking the pathon peliom, This only 
lasts tor a few seconds however The 
Swords Qniy last forone altack, and 
auithout one an awlul Maztac will 
surely Ki you off. Once you've 

iound thegold your probrems really 
startas you can carry bolh gold 
anda sword so it makes sense to Kill 
as many Maziacs às yOu canon 
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the may en. The playing area shows 
one fifliaih of the total maze, but the 
VIEW lacility shows you a twelfih. 


| Excellent graphics-and animation 


with plenty o! detail, User-defined 


control keys, joystick: Kempston 


| And Cursor jovsiicks via user-deftine. 


4 skill lovels, randomy generated 
maze each game, CRASH rating; 

RR RP NAMES o 
MAC. 


PLUGGIT 

Producer: Blaby, S8K £5,50 
Author Rob donos 

Thehero, Percy, ise lite iG chip 


| wha has become unplugged trom 


his sockat. Tou must guide him 
Ihrough the maze of circuitry inside 
Uncle Clive's' computer and plug 
hmm in again. There are two keys-to 
find which, when used in lhe correct 
door, will unlock tham, but they 
must be done in the night order. The 


| maze is lull ol registors, diúdes and 

| capaçcitors which are chasing Percy. 
| and his energy, which starts at 1200 
units, runs down very quickly, To 
add to His problems, the walis of the 


maze are elactrifiad, The only 
weapon san energy beam which 
lires in the direction ofmovement. 
Only a small pari of the total playing 
area |5 visible on screen. Good 
graphics and smooth compiled 
movement. Auto start and cursor 
contgrol keys are a slight drawback. 
CRASH rating: a worthy maze game 
not quite up to Blaby's addiclive 
Standards. Overall 83% compiled 
Wo. 


| QUETZALCOATL 


Producer: Virgin Games 4EK 15.95 
ET) 

Author: Garath Brigas 

Quetz is one of lour Artec Gods 


| you'll meetin this 30 maze which 


represents-lhe interior of an Azteo 


| temple with four flogors. Quetz is the 
| messtand provides glass beads tor 


you to Colact amd gives you à map ol 


| the fiogrs when you bump into him, 


The map disintegrates with use so 


| use sparingly. The other gods all 
| present different problems to 


| Overcome on their particular floprs. 
| Thelloors áre connected by shafis, 


mostly black and a few blue ones. |f 
vou use à black shaft, il destroys lhe 
beads you have collected, The 
longer you take to finda blye-shaii 
the more black ones willappear. 


| Should you find the exit safely, then 


the beads you have found canbe 


used to barter with the nativos for 


your lie Misa ptaybals game, with 
quite go0d 3D graphics and 6 skill 
leveis, but notmuchsense of real | 
danger. Average, CRASH rating 56% 
MAS. 


RAIDER OF THE CURSED MINE 
Producer: Arcade, 48K £5.50 

This is only a maze game in a very 
general sense, The gama was 
recently upgraded tohave 30 laveis 
io play through. Each level shows a 
Gross section through a mine with 


| Several loors visible and three lifts. 


Four miner (nice animation) must 
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walk through the mine, using the 
liftscand collect all thediamonds 


Inttered about whilstavoiding the 
spiders, ghost and boulder-throwing 
troll. When all the gems have been 
collected a jamp appears at bottom 
teft which must be collacted beiore 
progressing to the next level. Nota 
last game, and at first it doesn't seem 
addietive eilher, but the ease with 
which you progress is matched by 
the dase with which you seem to lose 


- Nves, Getting to the 30th lovel 


ramards vou with a picture o! the 


surtace. Nice graphics and sound, 


ne Clever player lines up all his lifts 
test, 


ROBBER 

dan Virgin Games, 4BK £5.95 
T) 

Author Keith Mile ball 

This ia à-part game. In the firsi 

sechon you meist cross à room to 2 

cuphboards and-collect a doorkey 


| anda stethoscops, À guard moves 


about wilhatorch and vou are 
Caught ifyou appear in his beam. 
There is also a sale key hidden in the 
room. Getting through this dumps 
you omo a collapsing bridge with 
spikos beneath, The third partisa 
maze where you must swim under 
water, avoiding Éish and get out 
betore your oxygen runs out, then 


| crogsan invisible maze avoiding 


man-sating birds, get lhrougih 
narrow passages avoiding the 
bouncing balls and lastly a maze 
whigh disappears às soon as you've 
seen, Sounds exciting butitisn', 
This isa good sketch for a much 
betler game. The inlay Instructions 
are incorrecl and lhe game has a 
tendenty to Ireeze terminally.at odd 
times. Primitive graphics and 
unresponsive control don't help. 
Pogr. CRASH rating overall 48%, 
Compiled M/C. 

ROBON 

Producer: Solex, 16K £5.95 
Author: Andrew Beale 

This 'Frenzy'Berserk game, uniika 
mosto! Soltek's other programs, is 
no! very good. At tha slowest of the 
nine skill levels sa bit boring, and 
alihe fastestil's quite meaningless. 


| The usual format is followed; 
| electrifigd walls, robots, unkillable 


Raboks which leave explading 
mings behind, Four directional 
movement with unanimated 
Characters, 100% machine code, 
thrãs lives, hi-score, no joystick 
option. Qddlyihe control keys are 
Cursor with nineto fire, SO you could 
use AGF or Protek joystioks for the 
movement but not for firing, 


AGBOTICS 


Producer: Ocaan, 16K £5.90 


The name was changed from 
“Frenzy to avoid confusion with 
Quicksilva's game.of thasame name. 
As usual the walls are electrificd. Bul 
the graphics are much better than 
anyone else s version, bigger and 
better animated. Only the robots' 
heads are vulnerable, and their 
Hoating leader is invulnerabie. You 








can only escape him by jumping into 
another sector: The game speeds up 
&5 you clear sectors, and more robot 


| patrols appear. Move and fire In 


eight directions. Joystick: 
Kempston, Good value, 


"| ROBOT PANIC 


Produçer: Soft Mill, TER 

You're'the robo! sent into lhe space 
ship hotd to kill off the escaped 
nasties, A LUime limit imposed by the 


*| cargo hold walls moving in to Erush 


voudoss not give this game encugh 
impetlus to be exciting. The graphics 
are limited and nol smooth and the 
nasties rempin static. Five different 
seis of creature. Only one lite makes 
ivirriáting as y ou must wade 
through the selting vb each time. 
Low playability. Cursor keys, so you 
could use AGF or Protek joysticks, 


| SPLAT 


Producer; incentive, 48X £5,50(1) 
Author: lan Andrew & tan Morgan 
Put simply, Splat is dangergusly 
addictive! The hero, called Zippy, 
must move round à large maze, 
eating clumps of grass, invisibla 
grass, and plums, whilstavoiding the 
Spikes, water and lhe edges of the 
maze. This would ba child's play lt 
weren for the fact that the maze 
Scolls all by itself, in any direction il 
fancies, Ii Zippy gets trapped 
between a wall of the maze and the 
wall surrgunding the edge, then it's 
SPLAT! Escape is on level 7 but with 


| Baçh level Cléared the next becomes 


more difficult and the maze scolis 
faster. Panic sets in at a moment's 
notice, When you get through & 


| Soreen the computer yeils out 


Tippee! Simple, efteclive graphics, 
smooth movement, user-defined 
control keys, joystick: Kempston, 
AGF and Protek. Highly | 
recommended, overall CRASH 
rating 82% M/C. 


STTX 

Producar: Bug-Avie, TER 

You must move yOur man lhrough 
three horizontal areas; top, a simple 
maze infested with-spiders to get to a 
door imo he middte section, which 
is the river fultol prahnas, and then 
to the beach, to pass Ihrough the 
lower area where the dead spirits 
lurk. you make H through, the exit 
18 qguarded by a shrouded figure 
whose touch is death. isa simple 
set upand would not be interesting if 
tt werent for tha fact that it's not 
sasy. The screens are always the 
same but with more denizens as you 
go along. Keyboard positions are 
good, the graphics neat and 
exceltenteight direcitonal 
movement. No joystick option, 


TOBOR 

Producer: Elfin, 48K £7.95 

The title frame promises excile ment, 
but the game doesn't deliver. Poor 
graphics and movement make you 
wonder why 1 needed 48kK in the first 
place. Basically you must take on 
some robots ina simple outline 
mate. Keyboard positions are 
irctating and there's a poor 
response. No joystick option. Not 
really morth the very high price, and 
Dertainiy notas much fun as even 
dawz which they did and handed 
over to DK Tronios. 


d0 MONSTER CHASE 

Producer: Romik, 15K £5.99 

Author; Dave Noonan 

This is a 3D 'corridor' type gaine. 
The maze son three floors and your 
mission is to find lhe missing keys 
and return them-to the stari position. 
Then you must find a bómb-and 
deluse mn before il detonates (against 
lhe clock). To make the task harder 
here are monsters moving aboui the 
maze lhatcan be killed by one of 
your limited supply of grenades. To 


| help you tha monsters can be seen 


ona radar screen. The 30 graphic 
representation is very good and easy 
to visualise. Tha keyboard positions 





are well dhought out and a joystick 
may ba used. The monstêrs appear 
very-suddenhy In front olyou for a 
second before voulose voyr life — 
likg à scene from Allen! Five skill 
levels and anabsorbiná game, Good 
value fôr money, 


30 MAZE OF GOLO 

Producer: Gilsoft, 16K [5.95 
Author TGllberts 

This isa maze wilhout monstersor 
robots. The mazeé is seen from eye 
levelin 3D blocks, so it's a game dl 
ortentation and gecgraphy. Theaim 
15 to wander lhe maze, colectina 
gold bars which lia on the floor and 
get to lhe levels exit quickly before 
the value of gold ybu are carrying 
falis to zero! Thisis no easy task, a 
pancil and pad would help. There 
are ten levels ol play from O 
impossible) down to9 (village 

itots). | tried village idiots — and 
beligve meo, they have to ba 

university graduates anyway! To 

hetp, for levels 4-9 you can select an 
overhead plan view whenever you 

want which shows you your position 
and heading, the exit and positions 

of allgold bars left to collees. dt 

doesni show vou the walls of the 

maze — that would be toc easy. 

When you return to the mage iiseli a 
display telis you the value of the gold 
you have collected (talling all the 

while o! course), moves madeso far, 
level of play and a compass with a 
moving north, For the 

contemplative, an excellent game | 
with loads-of playabilty. Cursor keys, 
joystick; AGF or Protek. 


TUTANKHAMUN 

Producer: Micromania, 48K E5.95 (1) 
Author Dominio Wood 

Tutwas an Egyptian despot who 
siorad Mis voridly goods in 5 lárge 
tomb, Your job as archasologist or 
grave robber, is to wender lhe five 
tombs and collect as much treasure 
às you can. You may start aí tomb 1 
ata laterstage ilyou wish. The 
maze scrólis left and rightand 
vertical tunneis wrap around top to 
bottom. What makes this game 
dificuitis the ferocious speed of the 
beasts that inhabit the tombs, 
Monsters include mummiss, cobras, 
spiders and skulls. You are provided 
with a continugustring laser, but it 
oniy works horizontally, which 
makes you vulnerable in the vertical 
tunnals. There is also a smart bomb 
to be used once per tombor life, bu! 
Ht5 aflecis are very short-lived 
indeed. Althe lopisa map of the 
anlira complex: Doors block the 
tombs (rom each other. Lively 
graphics, speed and good key 
posittons-all combine to make this 
very playabis and addictive, Overall 
CRASH rating T2% MC — à 
maze/zap game wilha dillerent feel, 
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VOLCANIC PLANET 







Producer: Thorn EMI, 16H 26.95 (7) 
Author: Nick Burroughs 

its your task to destroy the evil race 
ol Zerans, who live on a vôólcanic 
ptaner, Ta do this you must make 
vour way ihrough an underground 


complex to the depthsotthecityand | 


place a bomb on the volcanic plug 
and then make vourescápe before it 
goes of! 5 skilllevels provide a Clty 
with between Sand 15 Iloors. The 
sereen onky shows a tiny partol the 


whole witha small map Of lhe entire 


Hoor you are ón. Fibors are 
connected by itts which onhy travel 
between 2 floors. The Zerans are 
equipped iwth blasters and huge 
crushing slaves. Dotied aboutare 
00] repair Kits and spare oxygen 


botties, but the Zerans willtake them | 


firatifyou're not quick. Yourarmour 
and lite support is eroded by Zeta 
attack, The graphics are very good, 
especially the wonderiul blaster 
eftect and allimall thus isan 
axcellent maze game with plenty of 
potential, Lots of control keys, 
foystitk Sinclair and Kempston. One 
Wawback — poor Sound. Apart from 
thai, a very good game, overall 
CRASH rating 65% MC. 









ai ER % 
THE WARLOCK OF FIRETOP 
MOUNTAIN 


Producer: Pulfin Books, 48H £6.55 
1) 

duthor N Mettershesod & S Braftel 
Put together by Crystal for Putin, 
this isa simplerand more playabie 
version ot Halhoi the Things and 
adapted from a successful book. 
You-must enter the labyrinth 
bengath the crags of Firetop 
Mountain to get the Warlock's 
treasura. Thisis guarded by Orcs, 
Spiders, Slime Mould and other 
horrors, Your vreapons aré a sword 
anda bow, To get to the treasure 
vou musteollact 15 keys. Most doors 
open and shut at command and the 
maze scrolis smooihly as you mova. 
Asin HOTT there area lot ol control 
keys — 18 in all, and practice is 
essential lo stay alive. Good looking 
monsters, which home inon ybu as 
soon as they spot you, loads9l 
speed in the lights, and for lhe price 
vougeta copy ol the book as well, 
Púttin have-a winner aath this one. 
Overall CRASH rating 73% MC. 


THE WIZARD'S WARRIDAS 
Producer; Abersort, 48K E4.95 

This is a robot/maze game, buta 
considérabte improvement on the 
'Bersark' type. The complex is 
haunted by robots which fire amy 
biindiy at anything, and wiich you 
must-destroy. The earlier ones are 
pretydumb. but later addrtions qe 
harder tó hit amd are better at hiting 
vou, some are ever invisible (use lhe 
radar to spot them). Machine code 


Joystick: Kempston. Addictive and 


good value 














“GHOST GOBBLING 


Since lts introduction Pacman has 
probably been the most enduring cl 
the arcade games. For Spectrum 
goltware companies it has also been 
lhe most imitated, with just about 
every producer having a go. Às a 
result there arê numerous versions 
avallable with very little to 
distinguish one from lhe other. Some 
gi them will bethe subject of a CRASH 
Comparison In the near future. 
Meanwhila we list them here very 
brigfly, only making points where 
there is any point (if you see what | 
maan). For anyone who has never seen 
a pacman type game (can lheré be 
anyone?) you are presented with a 
simple maze. often connected left to 
right by à 
passageways of which are liiered 
with regular dots. Your gobbler must 
wend his way round eating up every 
dot like a quod boy before he can 
prograas to the next level of difficulty. 
o make life hell there ara several 


“ghosts which 200m around trying to | 
- gobbie your gobbler. Four power pills 


per level may be eaten which then 
allow ja to gobble ghosts for a short 
while. [Es all ni enthralling and a 
joystick can be uselul, 





ERG FARM 

Produter: Lasersouno, TER £5.50 
Um a real mean chicken, says the 
cover In this game where the dóts 
are aggs and two enraged hensare 
after you tor eating them. The hens a 
advantage is that they can mova 
dHagonally when you can't, 50 you 
delay one nanosecond after the start 
vouve had it. However, once you gel 
the hang ot it lhe hens are só easy to 
outwit thai the game becomes 
boring and silly. 


GHOST HUNT 

Producer: PSS, TOR E4.56 

Good, classic version with three skill 
lavels and clear graphics. À pity, 
though. that the makers don't tell 
vou which keys to use either om the 
inlay or the screen. In fact lhayare 
the cursor keys — notthe best 
arrangement tortingers bul useful 
because you can uso a Protek or 
BGE joystick. 


GHOSTS REVENGE 

Producar; Micromania, F6K £5:95 
Unfairly writien 0H bya review Ina 
well known magazine, Us program 
rates as one of the most flexible and 
playable of its kind. ago bright 
graphics with the usual fegtures and 
a smoo!h action. Only four ghosts, 
but at the higher skill levels they are 
irighteningly inteligentat getting 
vou, 10 akiltevets, tunnel and an 
unusual feature in fheinvisbia maze 
múde, which-starts off easily enough 
with all the dots outlining-the paths, 
but bacomes difficultas you eallha 
dots. Good sound teo, and-all round 
good value: Quaral CRASH rating 
Teto, 10% MC. 


GNASHER 

Producer R 4 A, TEM £4.95 

Author Jonathan Nixon 
ThemazéinA &R'sverstonis 
simpler than mary but the reward 15 
exceptionally clear and detailed 


| version doesn'Lsufter with virtualhy 


| tunmei and increasingiy last screens 


wrap-around tunnel. lhe 


| there's oniy one ghost lo chase you 


| HAUNTED HEDGES 


Many criticos regard this as the 
- detinitive pacman game for the 





| HewsOn programmes. thisone isa 


| MAZEMAN 


| complex than most and the graphics 


 MUNCHER 


| new game when ts S. In fact Ne 


graphics with very smooth 
movement. Various fruit appear to 
be eaten for extra points and this 


invistbta edibte qhosts. Power pills, 


Very pósitive keyboard action, 
joystick option: Kempston but mast 
importantly user-defined keys il you 
dont hke the çursors. One of the 
best gobblers around. 


GOBBLE À GHOST 

Producar; CDS, T6K £5.95 

All tre úsual features with machine 
code amoo!h graphics. No joystick 
Gpiror 


BOBBLEMAN 

Produçer: Artic, TOM £4.95 

Another standard version, pity 
thoughthat Artic couldn't have 
made the ghosig a little slower after 
galing a power pilisince il makes 
lhem impossible to catch. 


GULPMAN 
Producer: Campbell Systems, 166 
Es, ds 

This is shohty different in thai 


but the more dots you eal, the faster 
he gets. Five screens, nine speeos, 
no pills or tunmeis, but pretty 
addiclive. 


Producer: Micromega, 16K £6.95 
Author Derek Brawster 

Derek Browster 15 Neptune 
Gomputing, but this3Db paeman is 
marketed by Misromega. The price 
probably reflects Lhe fact lhe 3D in a 
titia or game sells balter than mere 
two dimensions. In éftaci, though, 
this Ee very much the ordinary a host 
game with a renning figure instead 
ol the usual toothy brange. 


HUNGAY HORACE 
Producer: Psion, 16M E5.95 









Spectrum, and o! course Horace has 
begat a number of sequels in other 
categorias. Highly altiractiva 
graphics and smodthiy animated 
make ita joy to play; There-ara 
sevéral mazes of increasing. 
complexity to get through, No power 
pilis — justwits. Hrgnly 
recommended . 


MAZECHASE 
Producer: Hewson, I6K E4.95 
Considering the quality ol most 


complete mystery; Put itdown to 
history. It's probébiy ha simplesd 
one available, with mato hstick 
tigures white ghosts and some Truif 
as power pills; Four screens, Cursor 
keys so works with AGF or Proteo 
joysticks. Not very g00d 


Producer; Abersoltl, 16K £4.95 
Abersoll's mazeiga bit more 


are clear and bright. 


MONSTER MUNCHER 

Producer; Ocean, 16K £5.90 
Ccean's graphics are always 
pleastng, and this version works às 
well às any olher 


Producer: Silversoit, 184 £5,95 
A quod classic versson, but Ina aniay 
card is all over the place telling us N 
= down, whbenitsM, and5 starts A 


keys used are quite sensíble. NO 
joystick option. 
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PLATFORM GAMES 


Oh no, it wasn't the aeroplanes — It 
man at the end of the film 


tang 
killed o 
arcade games are said to 
Ff television, but good 


going strong in the arcades. 


Ko es are perhaps the best | 
PRE gi ond 


tha platlorm games, but 


“| there ara quite à few olher a ai 


characterised by tha need to climb 


ever higher p 


by jumpinc 
| Climbing ladders a Rr am do 


a with most arcade 


mes joysllcks are 


| usually a help to higher scores. 


BARMY BURGERS 


| Producer: Baby, 48K £5.50 


Author O Capswe)| 
Soundand graphics are strong 


| points 0! Blaby games and this 


da Pi. 


maddening sesame seed bun ofa 
game is no exception from ita 
detightul titlecard onwards. You're 
presented with four plattorms with 
lhe various elements of three 
hamburgers suspended from them. 
Thetask is to walk yourchei over the 


ingredients which drops hem level 


by tevel until thay make up complete 


| burgers; burger, cheese, lettuce and 


top half ofthe bunin hat order. This 
would ali be very simple were iinot 
tor the fred egg and two sausages 
which dog your footsieps. À blast ol 


| Pepper will hold them up but there: 


are onky five blasts per life. The che! 
can move up and down the platiorms 
using the ladders, but 50 can the 


| Pursuers: Each screen provides you 


with if cdebaic ri sausagas lo 
chase. Three lives with points scored 
ty releasing segmantsolthe 
Ingredients or squashing eggs and 
Sausages between the falling burger 
bits, Mcidictive. Joystick: AGF or 


| Protek and Kempston. 


| Recommended. 























A bunch of tive sarthlings are 


| BONKERS na E 


BUGABOO [THE FLEA] 
Producer: Quipksilva, 48K 66.95 (1) 


| Author indescomp 


Ône o! the most colourtutand 
maddeningly addictive garra oíthe 
pre-Christmas partad, Bugaboo' 
boasts feature fim titles and an 
engaging hero in the fiea, Bugaboo 
has talian into ip + a and 
musthop his way out, by laapi 

irom ladge to ledge. The strength o! 
tagp is deterrained by elsantde tha 
Kay when the bar indicator aí the 
bottom of the screen reaches tha 
desired level, As it moves extremely 
fast, this is not an easy task. The 
gorge is awamped with vegetation 
which gets in the way, and there's an 
appaling yellow dragon which pops 
upand eats Bugaboo. 2 keys contro! 


et/right hops and the cursors scroll 


the screen, Excellent, colourtul 
graphics with very smooth 
movement, 900d sound and highly 
recommended. No joystick option. 


| CRASH rating: addictive qualitias 


20%, overall 916 MC, 


DIGGER DAN 

Produçer: Ocean, 16K £5.90 

Digger Dan isarmed onty witha 
Spade, He mustdig holes in the four 
tavels Of plattorms, using the ladders 
lo-gel up and down, Four monsters 
chase him around, hopetully 
upending in the holes, which he 


F 


- promptiytills in tó Kill them. There 


are safe spóts at the end of each 
platform but he can't linger because 
lhe oxygen running out. An Oxygen 
botile appears trom time to time but 
getting alitcan be difficult. | the 
screon is clearad it returns with fresh 
and slightly more claver beasts. Only 
DNne Sereen and speed, butthe 
graphics ara smooth and nicely 
animated. Dan can jump down 
Lhrough the holes too, useful ing 
lightspot The control key positions 
ara sensible, bul with-six of lhem. a 
bitola handful. Reasonabla value 
tor monay. 


GODZILLA & THE MARTIANS 


| Producer: Temptation, 16K £5:95 


Author Neil Streeter 

Despite the title this is a Kong game 
= the only one in 16K for the 
Spectrum, but sadly it shows. Tha 
animation is very poor and 


| timited.the charactors are small and 


the mavemntis jerky and ili-detined. 
There is à falling oxygen level fora 
time Emi, but itappeaes to reach 
2er0 and stay lhere without ending 
the game, Control keys are badly 


* Plaged with 1/zero for jump 


lefutright, 5/8 walk left/rightand 7 tor 
up. Another irritation is that lhere is 


Po| only one tife and one skill favel, 


Producer: Procom, T6K E5.50/1) Sa 
Author: Davio James 


| trapped on a space station by loads 


otaligna. You must get them sately 
down through the flogrs to five 
airocks atthe bottom. Atfirst you 
have-oniy one monster to cóntend 


| with, bulas you go along, more and 


mora appear, Each flodr has a 


| maving ht through which you 


descend. The animation and detail 
ara very g00d and the game gets 
extremely difficult. Our revigwers 
thought his was a winner, Cursor 
Keys or ES,D,X (whigh is a silly 
arrangement). Joystick Kempston, 
Fullar, AGF & Protek. Slives, well 
over Toscreens, 00d sound. 
CRASH rating; 78% M/C. 
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Joystick: nône: CRASH rating: 35% 
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GOTCH 
Producer: Blaby, 48K £5.50/1) 
You're Ernie; an old lag just broken 
Out of prison. In the first screen yóu 
must escape from the prison 
compound, avoiding the guards and 
their forches, get through the 
opening andelosing gates and into e 
te of crime in the second screen. 
This is a nightmare of plattorms, 
littared with Hitachi stereos and 
other valuabie goodies to be 
collecied, but the screen is dissected 
vertically by 6 gates which ride up 
and down the screen, alloutol time 
with each other. Once committed, 


| attractive lookin 





Ernia cannot stop untit he gets to the 
other sida and climbs up a level. 
There's also a mean copper on the 
loose who, lhe calches Ernie, sends 


| himto the bottom of the screen after 


bemting him up! Timing isthe 
essenca in lhis very diicultand 
game. Not one for 
beginners! Sensible control keys, 
joystick: Kempston, reasonabih 


| Smooth compiled machine code, 


CRASH rating: overall 77% 
recommended. 


HOME RUNNER 

Producer: Britannia, 48K £5.95 

This isa lively game with attractive 
graphics and is reallya variation on 
the Jumping Jack theme. Here the 
pialforma are more solid Iooking and 


| the holes open and close al random. 


Unlike Jumping dack you can use 
tha hotd key to make your man hover 
over the holes, The various monsters 
jump down through the holes which 
makes timing an important feature-of 


| the game, On lavel three the Green 


Grinner appears, bouncing upand 
down, happily obliviGus of tha 
platiorms or holes. Britannia tá a 


| retatively now company so ita nice 


to be able to say that both their 
games [Stopming Stan in this 
section is the othar) ate very 
playabis and good value. 


JUMPING JACK 


| Producor: Imagine, 16K £5.50 


Author: Albert Bai! 
At first sight the extremely simple 
graphics mightbe a disappointment 


| —but thisis a classic game. Jack's 


stick figure is beautifully animated, 
The ptatforms are merely thin black 
lines. At Firstthera are only two 
hodes, Ong moving down level by 
level, and one moving up similarly. 
Each subcesstul jump creates 
anmther hola, so rt gets frustratingly 
difficult to progress. Should dack fall 
down a hole he lies stunned, il he 
falis through two he's out for even 
longer. 1 he fals all the way to the 
bottom he loses a lite, Getting right 
to the top results ina line from a 
poem — you have to collect-the rest 
of the lines, but the poem isn't lhe 
real roward in this game — it's 
playing the game. Subsequent levels 
add more monsters which must be 
avoided by using the wrap around 


| streen, By lhe time you're dealing 


With twenty holes and six monsters 
its & nut house. Quite simply one of 
the most addiciive games around 
and exceltent value for money. 
Joystick: Fuller, Kempston, 


KILLER KONG 


Producer: Blaby, d8K £5.50 
Thúsisa very fine version with 
axceallantgraphios and plenty of 


| Sereen variation, The detail is first 


Class as well with neat animation, 
Mario's girlfriend shouting tor heip 
but rewarding the succestul climb 
with big kisses. Features lis, 
trampolines, long narrow passages 
requiring expert timing to get 
ihrough, a fairly buteh looking Kong 
and probably tha best sound on any 
program available. Joystick: 
Kempston or AGF & Protek. 
Recommendad. 


KONG | 
Producer: Qbean, 4BK 15.80 
Author: Paul Owens 
Ocean's Kong is a pleasing version 
too, with chunky graphics starting 
with Kong stômping up the screen 
and lhumping the girders into 
epa he animation is good with 
stand positive movement. Here, 
tha objacts tend to come tumbling 
down tha ladders. wheraas in the 
Blaby version the platforms are more 
broken up and barreis etc drop off 


| the ends ofthe platiorms. So its a 


Httha untair to make lining up the 
man on the ladders such a critical 
business, Features a hammer which 
can knock out a few barreia. 
Keyboard positions are okay. 
Joystick: Kempston. Generally good 
value, but did we detect a tandeney 


tor the barreis to -anticipate death? 
Five screens, 


MANIC MINER 

Producer: Bug-Byte, 4BK £5.05 

This isthe best platform game 
around, in fact it's probably the best 
arcade game for the Spectrum, From 
ihe moment the full colour title 


| blasts onto the soreen accompanted 


by what sounds like tha massed 
Coldstream Guards band, it's all 
wondertul. An amazing demo mode 
takes vou lhrough endless levels to 
whet the appetite, Control kaysare 
simple, left/right'jump, and it seems 
incredible thai Bug-Byte managed 
lo pack so much animated detail into 
one 48K program. You must take 
Willie the Miner through the warréns 
ota long abandoned robot-worked 
mine bensath Surbitón, collecting 
keys at each level in order to 
procesd tó the next Jumping vp the 
Platforms (5 easy — avoiding the 
slime, poisonous pansies and mania 
Mining robots is not. Some 
platforms collapee when you tread 
on them, but forward planning let's 


You use these on your way back 


down to the portal. Excellent quality 
al round and top notoh value, Highly 
recúmmended. 


MONSTERS IN HELL 

Producer: Softek, TOM 5.95 

Author Martin Lewis 

Above lhe Nickering fires ofheill are 
six piatforma connected by eight 
ladders. Your manhas a hammer 
with which he can knock holes in the 
platforms for monsters to fall 
Ihróugh, or he can bang tham onthe 
head with dt All the while the power 
drain is enormous — visiting the 
Higkering crosses replanishes it, but 
they move once used, so you cant 
justhammer holes and isolata 





| yourself from lhe monsters. Kill off 


25 ol the lesser idiois and the 
tleverer ghouls appear; ten of those 
despatched and the Mad Monk's- 
Clones appear. Ghouls mustfall 
three levels to die, clones tour, but 
the nestlot can only die in the fires 
ot hell itself. While the graphics are 
atiractive, the lack of screén 
changes could make the game 
boring to play after a while andits 
really a no-win game. Nine lives to 
help, machinecode, no joystick 
option. 


MORRIS MEETS THE BIKERS 
Producer: Automaia. 16K £6.00/1) 
Author; 8 Curtis 

Automata aren't noted for bringing 
Outarcade games, but true to tha 
company's mad haiter image, Morris 
is lóopy and original. It's also a very 
good arcade game. Morris (a car) i& 
shutina nighimarish concrete multi- 
slorey car park with several ramps 
connacted by two creaky lifis. The 
car park is fullol hazards llke tyre 
clamps, tin tacks, parking fees and 
carbon monóxide tumes. all of which 
make Morris feel very sick. Worst of 
ali are the kamikaze bikers ol the 
title, who roar around the placa, 
Morris has a weapon — a magic 
horn. You must make him travel the 
car park to collact enough coins to 
be able to get through the exit 
barriar. Unpaid=tor exits result In 
sudden death, Should you sucteed 
thera ara eight more cer parks, each 
worse lhan the other. À dubious 
bonus is the hit single 'Leader of the 
Pac on the reverse side ol the tape 
by Lady Sinclive and Pimen, User- 
defined control keys, joystick: 
Rempston or AGF & Protak via user- 
defined cursors. À good gams with 
an overall CRASH rating of 74%. 


PANIC 

Producer: Mikrogen, TBK E5.05 
Fanic is à standard digger-tillar 
game, where vou tove several flogrs 
with your spade trying to clean up 
the monsters by digging holes tor 
them to fall into. À mea touch is thas 
you must reach them quickly and 
batter tham to death or they changa 
colourand get outof the hole, which 








means you must mash em up 
“Ahrough twoholes betore they die, 
The going gets tougher as you 
progress. Not bad and reasonably 
addictive. 


STOMPINE STAN 

Producer: Britannia, 48H E. 05 

This isathree-part game, which 
sarisofl wilh moving platforms 
through which you must jump up 
when a hole-appears above you, 
avolding the monsters, some of 
whom are on thair way down. When 
you reach the top plaitorm colleçi 
the four keys to reaoh the next 
screen. Thisis a static maze 
pópulaled by robots who are cut to 
get vou lhe moment you enter. 
Collectanother four keys, which 
promptly takes you a more complex 
plattorm game with bigger monsters 
and holes thatopen and close when 
| you're not expecting them toc. Good 
graphics, positive controls and fun 
to play with fairly highaddiction 
rating. Joystick Kempston, 


SUPER DIGGER 

| Producer: Abacus, 16K £5.95 

| Author: Andrew Blackburn 

As tá name suggests, thus is a Panic 
style dig-dug game, where you roam 
lhe platforms with your pick-axe, 

| digging-holes for the monsters to fall 
In. Whén theydo, you dash up and 
bonk them on the head, killing them. 
Hyou fall to reachthem in time they 
gel Out. Ladders conneocl the various 
levels and ae well 85 going up you 
can jumpthe monsters: Our 
reviewmers thought il was too simple a 
version to interestexperts, 
especially as the E screens próvide 
littte Increase In diicutty and there 
Bra only three monsters to conténd 
with, but tis attracilvely ainmated 
and probably very good for younger 
players, Coming from Ababous, 5 

| simpllçibyis surprising as their 
games are usually lendishly hardio 
play, Cursor keys, joystick: AGF or 
Protek, average sóund, butgood 

| value with a free game on the 

| reversa, CRASH rating 62% M/C. 


É CREEPIE-CRAWLIES 


There are two dg nie of game which 
come under this h é A both very 
similar In appearance. The first is the 
“sort where you are pilted against a 
centipede creature which 


left and right, lina by line 


forest of mushrooms. = the other is the | 
sort where you are lhe centipede | 
ereature, travelling through a lençed | 
garden, eating snails and whatnoi | 
na beta avolding llowers, fences | 
etc. Both lypes tend to be very lastand 
scores are improved with a joystick. | 


Most versions are very similar - go 
| Hs a question of personal choice .. 


BOZY BOA 
Producer CDS, 16H £5.95 
Author 
Guide Bozy round the garden, 
eating snalis, beetlas and ladybirds, 
ai the same time avoiding the fence, 
flowers and your own lengthaning 
body, Each time vou cata beetle 
another segment is added to you 
and another lower appears. Eat ali 
"ten bestles and you enter another 
“gardenwith a higher tence aí a 

gher speed. Five levels, the fastest 
| béng quite demented. Automatic 
joystick selection | connected — 
KRampstlon. A mts louch is the tune, 
Ii am English Country Garden, set 
ot by bright and reasonably smooth 
graphics. Probabiy a imited appeal 
ovárall., 


GATERPILLA 

Producar! Ocaan, 15K £5.90 

Lika Quicksilva, Ocean are moving 
potobetter games than the basic 


ends | 
lrom the top of the screen pi eta | 








arcâde copies, however, their 
standard creepie has all lhe usual 
leatures and plays periectiy well, 


CATERPILLAR 


“Producer: CDS, 16H £5.95 


CDS have produceda pretty Classic 
version of the centipede game, with 
a tastmoving caferpillar which . 
reverses direction on contact with 


“sorsen edge Or mushroom, an 


irritating spider, an innovative 
mushroom-laying figa and à 
poóisonous scorpionwhich turns 
mushrooims red. the caterpillar hits 
a red Tungus. a segmentdrops off 
like a bomb. The man can move 
lef/right and up/down [within four 
lines). Cursor Keys so Protek, AGF 
joystick can be used. Ladk of skill 
levels resulta in a limited plaving 
appeal. Average value. Machina 
Code. 


CENTIPEDE 

Producer: DJ Tronies, 18K 4.95 
This is another pretty-stândard 
version, complete with.spider, but 
tor ils priceit's probably beitervalus 
than Caterpillar. 


CENTROPODS 

Producer; Rabbit, 164 £5.59 
Author; dF Cain 

With Hs simple bul charming 
graphics and machine codespesd, 
Rabbil's Centropods is probably the 
best ol thelol, There's aspider, à 
Hea and a bottom line smail to avotd 
The control keys are the most 
sensiblé I've come across — O for 
left, P for night and O/P together tor 
up, You sai sedately down 
automatically. À fires, Continyous 


“sound effects add to the thrills, 


youcisar the scrben the wretched 
crealure gels longer and faster. No 
read fora joystick here, excellent 
valus. 


CREEPT CRAWLER 

Producer: Mikrogen, 16h £5.05 
Author S Townsend 

Thisisa very ordinary 'Centipede' 
game, surprising that anyone would 
be offering something like this 
today. Apart from the creepy itself 
tandthe mushrooms of course) 
Hhera is onhy a spider anda simple 
Hea to worry gbout. The colours are 
bright and the graphics smooth, 
sound continuous andthe game 
very fastio play. But poor control 
Kays [3/4/8/9) and thefacithatits 12 
months oul otdate are againstit. 
Also the inlay states that there are 
user-detinabla keys — there aren't. 
CQueral CRASH rating (for its speed 
mostiy) 58%. doystick option: 
Mikrogen. 


CYBER RATS 

Producer: Silversol, TOR £5.95 
Author | Hapywaro 

Despite jtstilio this is a centipéde: 
game. Instead of one fragmenting 
crealuro, youare presented with 
individual ratswhich work their way 
down from lhe topol ha screen and 
there are even faster purple ones. 
They hide behind clumps ol grass, 
andonce hay reach the lower levels 
ofthe screen vou ate hard putto 
avóid them. Cursor keys for 
movementand limited upward . 
motion, do insiruchon on intay card 
tor firing (mts 0), bot Kempston, 
Protek or AGF joystick option 
Because the games simpler in 
Iayóut than most centipede games, |! 
is algo much faster. One primo 
players. Average value tor money. 


GALACTIC WARRIORS 
Producar: Abacus, 166 E5,95/1) 
Author Mechas! Lee 





Dilficultto decide whether this 


| should be under the Galaxiam 


heading or the one me've put it 
under, bulat the end of the-day 
Galactic Warriors ismore ofa 
'CGentipedo game thana 'Galaxian, 
Tour mission isto save Eanh by 
manning the last missile base. An 
alien mother ship (can be shot il 
vou'ré quick) spews outa row of 
smailer attack craftwhich then 
descend the Screen in Zig zag lines 
quit kg a centipede, AboutkyDuWr 
ad ihe sky is littered withsmall 
asteroids. When tha train ofalien 
craft hitone, they reverse direction, 
and the line is split info segmenis 
whenver vou hit one of their number. 
The asteróids can be blastéd out of 
the way by your lasar — magenta 


Ns 


a e 





ones take 2 shots, red ones only one. 
When hit alien craft turn into 
magneta debris. As they traverse left 
and right, the aliens drop bombs on 
you ing continuous shower. Apart 
rom dodging lhem, lhere ig a force 
tigld which is effective against 
comtact with aliens and miasiles, but 
biows you Up ifyDu use your lasar. 
Excellent 'attract mode', good 
keyboard positens, Loystick: none, 
Overall CRASH rating 670% MC. 


BRIDRUNNER 

Producer: Quicsilva, T6K £6.95 (1) 
Author dell Minter/Selamender 
Thisis nota TRON ayle grid game as 
ihetilio suggests but actually a 
'Centipede' with 'Grid' pretensions, 
Looking a bit like a series of blips on 
anoscilloscope the blue centipede 
dashes lettand right down the 
screen following the red grid. To the 
leftofthe grid an alien ship livres 
objects into the grid which impede 
the centipede, causing iLto reverse 
direction, Attha base of the grid, 
another alien craft moves from lefito 
right firing a laser blast upwards, 
causing the crealura tó spliiinto the 
traditional segmentsifhit. You're 
just inside the grid, ableto move 


| along the base and upwards for a 


few lines. Your laser too destroys 
segmentso! the centipede, but 
waich our tor the laser crattand the 
side ship, and avoid contact with lhe 
centipede, It's designed to be fast 
and addictive, bul none of our 
reviowerstound it very inspirina. WRP 


| eftright and zero to fire, doystick; 


AGF or Protek. Small graphics, 
average sound and an overall 
CRASH rating ofonlyd7% MC 


MEGAPEDE 

Producer: Soltek, 16X £5.95 

Author: Andrew Beolo 

Sofiek's version ol the noble creepye 
crawie game is justaboutas good 
as any. Here the scorpion tends to 
drop fieas rather as though they 
were bombs, which makes an 


interesting variation, Machine Code, 


nice Grp higs, nina skill levels, 
Good. 


MILLIMON 

Producer; Artic, 16H £4.85 

Author: D Campbell & G Porter 
Milimon is a 'Centipede game with 
the usual fentures, a descending 
centipede, darting spider and'anaiis 
(anails?). Artic have chosen to place: 
thestatus report down the lefi of lhe 
seroen rather thanaíi the top or 
bottôm, which makas lhe playing 
area unusually squere. The graphics 





| thedrawbakos of 





are average, not atall 
smooth and the game is 
siow and pretiy easy lo play 
on the lower levels. 6/7/8/9. and 
zero make tor poor control keys. 3. 
skill feveis, 3 lives, 1.07 2 player 
games. No joystick option. There ara 
better versions available: Overall 
CRASH rating 55% M/0 


SLIPPERY SID 

Producer: Silversoll, TBK £5.95 

Author: & Godwin 

Sippery Gidisa ras snake na 

garden whose task in life iá to eat 
rogs. Every timehedoss soa 

porsonous toad appears which he 

canteat until having consumed a 


magic mushroom. Death ogcurs 


instantly if he touches the brick walls | 


or himself. Silversoft have given 


enough elements to lhisfastgameito | 


make it quite addictive: The 
keyboard positions, homever, aré a 
bit dat, but you cen use a Kempston 
fovatick. Five skill levels with an 
extra lite tor getting to the tourth 
gardem. Sound could have been 
better, oiherwisa good value for 
money. 


SNAKE 

Producer: Artic, TER E4.95 

duthor: P Bakor 

onako 5, Of course, Snake, yhera 


you guide your pet reptile round lhe | 


screan eating the files and avoiding 
the walls, poisônous mushrooms 
and his own tall, Every time he eats a 


| fly histáil grows longer. The 


graphics are very o puder A with all 
SIC. Theasound 
5 continuous although 
unimaginative, but the game does 
have a nice 'attraci m "The 


| control keys are another drawback 
| — 6/77/89, Awkward to usa. They 


seom as though intended for use 


| with Sinclair Interlace 2, butitso, dt 


doesn'| say só. May please younger 
kids but there are much belter o 
versions avaitable. Overall CRASH 
rating 45%. 


- SPELTICEDE 


Producer: R&A, HOM E5:50.. 
A diet ofscorpions, fleas, spiders 


and worms in addition to lhe 


ubiquitous centipade, Three skill 
levels and hiscore. A well rgunded 
version, 


SPECTRAPEDE 

Produçear: Protek, 4BK £5.95 

Now everyone has had lheir filho! 
basic arcade copies, many 
companies are getting down to 
producing better games and Protek 
have become notad for their 


simulation games Like Mirliner, which | 


| suspect matas them far happier 
Their creepie version is pretiy 
respeciabls, however. All the usual 
features like scorpions. worms, fleas 
and the inevitable multi-legged 
monster itsell. Three skilllovels and 
hi-seore, Can, ol Course, be played 
with a Protek joystick (and theretore 
AGF-as well), 

























FROGGRERS 


Having become fed up with decimating 
aliens, lhe arcade coplers turned to 
more domestic chores ke squashing 
frogs under Jlorrios. The game 


requires you ta hop a lrog across a 
dusy nuas avoldo cortaia dot 
| 


e wheels. Sit on a river bank 
avolding the odd snake or Iwo and take 
a chance of crossing the river on the 
back of lurlies and logs, then leap to 
the safety of a frog home, No one's ever 

plainad van rogo should drowa in 
the river — still... On the whole the 
game provides more interest, better 


graphics and à more addietivity than 


most arcade copies. Jovaticks ars 
more han usolul. Às w pa 
games and centipade games lhere is 


| usually very fito botween any 
| version. 


FADGGER 

Produçear; AGE, d8K 5.75 

This cômpany always produce 
charminga graphics and their Frogger 
is no exception, às 48K would 
suggest, All the standard features, 


FROGRER 
Producer: Aabbi!, 1EK £5.99 


| Rabbit provide a four lane highway 


| tó cross, a barrier anda river full of 


logs-and crocediles. Hera you may 


| use fhe-crocs for jumping on, butil 


you land too near the mouth you will 


| tosa a life, Three lives, but you must 


get tive frogs safely across befora 


| moving to lhe nextsgrean for faster 


raflic and more crocs. Cursor keys 
and usar-defined, 90 you can gel 


| practically any joystick to work. 


Tot one, li shou! 


Good value, 


FROGSER/SPECMAN 
Producer: C-Tach, T6K £5.50 
As this has two É grs for the price 
ido be good value for 


| money, butit isn't. Sorry. 


FROGRUN 
Producer; Anirog. TOM 4.05 


| Machina code and altractive 
 Braphics and good sound. Features 
Snakes on lhe bank, logs, turtles, 


crocodites and lady frogs to rescue 


“|V orextta points, Atits price, pretty 


good value. 


FROGGY 


| Producer: DJL, T6M £5.95 


A highly ratéd version with very busy 


| 3-lane highway, turtlás that sink 
| under your weight, crocodiles In tha 


frog homes and five lives. There's a 
time limit too which can ba very 
Ervel. For exra points there's a 
stranded frógling to rescue, Four 
skill loveis and seven spaeds, 
Joystick. Kempston, or AGF and 
Protek on the cursor keys. 
Recommended. 


| JOGRER 


Producer; Severr, BK, Ed.95 
Unfortunately, none o! our reviewers 
have sen this game yet, so mel try 
and catch vp with the joggars 
another time, 


LEAPFRDG 

Producer: CDS, 16K £5.95 E 
This'is a standard version mblch 
olters the usual hazards butados a 


| Snake on the bank ifyou linger too 


long. and dragontliesinthefrog 
homes tor extra points. Atiractive 
graphics but it's a bore waiting for 
that damned luna between each. 


| games. Uses cursor kays, so Protek 
and AGF joystibk interiacas may be 
| used. 
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ROAD FROG 


| Producer Ocsan, 18K 15:90 


Ocgan's version doesn't have turties 
(probably went on strike) butsome 


df the logs sink, and there are snakes | 


on the bank. Six frogs to. get sately 
home for a second screen and the 
traffic moving faster. Unlike some 
versions you can onhy go forward. 
Mo joystick option, 

ROAD TOAD 

Producer: DK Trontos, 16K E4.95 
Marketed by DK and made by Elfin, 
Road Toad is a frogger by any other 
name. The graphics are okay but lhe 
hazards aren't that keen, and the 
sound is põor. There are better and 
mora addiative versions avallabia. 


TOMP 

Producer: Virgin Games, 16K £5.95 
Author: Terry Murray/Roy Poola 

In the main, Virgin's first batch of 
games were prelty poor and madly 
erpriced (£7.95). Now they've 
brought the price down, but frankly 
this still igm'tgood value. You are 
supposed to yomp' your Parás over 
the highway and then get them 
through a minefield. There's no 
disguising the fact that thisis & 
frogger game with 'mined-oul 
pretensiona. Tne basic prógramme 
makes controllhg movement very 
diicuitand the way tha trafo 
moves along the highway makes it 
almost unplavable. Only gne 
momentin the repeating cycle gan 


| getyour men through sately. In the 


minefiaid múvement sensors mean 
sudden deaih through mistakes, but 
Iwonder how many people will even 
bothár getting there? Four skill 
levels, no joystick option, 


GRID RUNNERS 





Ever since lhe Movie TRON, grid 
games have been popular, almost a 
cult becáuse they tocam the 


com ame = simplicity, high | 

poe, bn a ia grid ” 
ned by the computer. 

BLIND ALLEY 


Producer: Sunshine Books, 1EK 
Es, DS 


Author: Simon Lana 

Blind Alley is what passed for sport 
Inthevear 3017, you are told on the 
inhay. In fact the gama looks 
confusing at first, but thai's because 
it is-fastand there's no timeto think, 
This really is a game where those 
with quick and sure instincts win, 
You muststeer your ship round tha 
grid in such a way that you block of! 
other ships, forcing them into a blind 
aliay where they are forced against 
your trail, their Dwn trails, Or the 
edge of the sereen. Of course il 
usually happens the other way 
round... Youstart off against two 
ships, then four, then Band so on. lt 
gets very hard! Workd with 
Kempston joystick. Avoid hitting 
reverse of the direction in which 
you're travalling — it's instantdeath, 
Recommended. 


- CRUISING DN BROADWAY 


Producer: Sunshino Books, 16X 
ES. 55 


Author: Jet Naylor 

The graphics don't portray the 
famous streets around Times Square 
in New Fork as the titia suggests; 
they-could be any streats that the 
grid represents. You're in your car 
whera cop pulis in behind, you 
decide lo make a getaway. H he 
calches you then lhe game-staris 
from sorateh. You seore points by 
ihelengih.of line travelled before 
capture. Your only weapon is the 
facility to create a temporary block 
in lhe road and hold up the cop. 
Clear the frame and more chasers 
join in dr you geta more complex 
grid to lraverse. A simple, aHective 





| and highiyaddietive no win game, 


Joystick: Rempston (and Softlink 11). 


GRIDRUN 

Producsr: Arcade, dB E5.50 

Robot security picks up your trail 
just whenyou thoughtyóu had given 
them the ship (trust robots to be 
bioody minded). Now they're 
catching up with you — and no one's 
ever survivad the grid before. 
Actually the grid resemblesa pac 
man type maze in this fast game. 


| Toudrive around the rectangular, 


concentric rings, switching lanes at 
the compass point junctions. Driving 
in the opposita direction is the robot 
security car. Never tha twain should 
meet You need good raactions, but 
it might have been a more skilful 
game il there were more crossover 
points. No joystick option, 


GRIDRUNNER 
Producer: Quicksilva, 16K 05.951) 
More of an electronic grid meets 


* centipedethan a true grid game, Ses 


main review section. 


LIGHT CYCLE 
Producer: PSS, 16H E5.95 
Light Cycle is similar in congept to 
Blind Al gr where you fight It put om 
tha grid with an opponent. In this 
case onhy two trails however, aither 
against lhe computer or a second 
player. Tha graphics are simpler but 
more aflective, representing the 
laser light trails left bahind your 
Crait, Seven speed levels, no joystick 
ec Avery fast game to play for 
Dura, 


TRANSVERSION 

Producer: Ccaan, T6K £5,90 (1) 
Author G Urquhart & N Pierpoint 
Undoubtedly Ocean's best and masi 
addictive game to date. licombines 
simplicity of idea with speed and 
kiitor frustration, You are captain of 
the Elimax. Your task: to clear the 
Galactic grid of alien spawn. There's 
no shooting since the Elimax simply 
dastroys the spawn by moving over 
H. But thera are 4 alien ships situated 
on each edge of the grid firing aí 
you. Ench one, opérating and firing 
independentiy, moves along its 
edge, homing in on you, and alms is 
missiles along a line of the grid. You 
can be facing up to four missiles at 
one time and it's death to remain 
slationary, Or operate on a single 
line, for more than a second. With 
Bach screen cleared you are faced 
with a different and more difficult 
arrangement ofspawn to clear. 
There is also a 'betwesn frame 
screen of spiral shaped spawn for 
bonus pomis, Only one life so 
irustration leveis can be dangerous. 


| Excelient packaging, well used 


sound, very smooth graphics and 
good control keys. Joystick: 
Kempston, AGF and Protek. CRASH 
rating: Highly recómmendad, overall 
83% MC. 





 PAINTERS 


Another ol the aarllar arcade type 


sed which proved ar Was 
inter, and the Idea has spawned 
many versions, several of which are 
avaliablo for the Spectrum. Tha 
principle bahind à painter game Is to 
ke your character traverso a mazo 


ma 
or grilo, colguring the structure as ha 
inovilabiy Lora is some nasty 


ferthênea at work which tries to 


prevent this harmiess activity ... 


COLOUR CLASH 

Producer; Romik, 16X £7.99 
Author: | Morrison/D Anderson 
Colour clash contains four phases In 
a paint-the-squares game which 

Ed aeilaigtoiã 2) as well as skill. In 
phase one you fill the numergus 





Squares by 'painting' round them, 
and if you succesd, you have à 
chance to eat the pursuing paint 
pots pacman style. Phase two |s a 
bonus points section where you 
must press the fire button at the right 
moment to guide it to the flashing | 
arrow. Stage three |s lhe same as 
stage one onky you are forced to 


| palntegch squares oneata time 


rather than dodging along any line. 
The fourth and most demandina, has 
you attempiing to surround the paint 
pois. Three keyboard layouts, | - 
joystick: Kempstonor Sinclair. 
Three skill levels, excellent graphics 
andg00d value for money. .. 


HIGH RISE HARRY 


Producer: Biaby, 48X £5.50 

One df the most original painter 
games. Harry must rustproof loads 
and loads Of girders but he's being 


-Chased by lhe rústbugs. Às ina 


Kong-type game, Harry's only way 

of avoiding the bugs is Lo jump over 
them, but ha must paint every inch of 
the border before he can paint 
another on the same screen, Mean! 


| Three screens Including slides and 


lifis. LUges cursor keys, od 
Kempston, AGF or Protek, Highly 
addictiva and good value, 


OH MUM MY 

Producer: Gem Soltwara, 16K E4.95 
EE), 

You are incharge ofa party of 
archasologists exploring Egyptian 


| tombs. Each tomb has 5 levels, and 


ongaçh you will tind treasure 
houses, & scroll, a key, 8 mummy of 
the royal family, and two guardians. 


| As 500n às you enter a tomb, one of 


the guardians will be awakened and 


star chasing vou. The olher remains 


dormantuniess you areunlucky 
enough to unctover it. You may only 
exita tomb once lhe key has bean 
uncovered, and you can kiliofta 
qguardian only after the scroll has 


been found. Thismay not sound llke r 


a'painter but in realthy il is: The 


| tomb is divided into squares with 


pathways belween them. As you zip 


"alonga trail of dots shows your 


route and when all four sidesol a 
square have been uncovered lhe 
contents ofthe square are revealed, 
It seams quite easy at first but at 
higher apeeds and skill levels it 
becomes more addictive as tha 
a become more Intelligent. 
Ncellent user-definad keys, 
toystick: AGF or Protek via cursors, 
900d colour and graphics, 15 
skillfspead levels, overall CRASH 
rsting 69% — more fun than 
addictive perhaps, MC. 


 PAINTER 


Producer: ALF, 4BK £5.75 


| A classic version, simple, beautiful 


graphics, good sound and uiterhy 
addictive. You must agrosol the 
Spaces between the paint pots and 
dalfy paint rollers-chase you round, 
ohuckling qleetully when they catch 
you and roll you flai, You start off 
against one-roltar, then two, three 
and so on. While if's not difficultto 
begin with, it gets pretty fast when 
there are several rollers up against 
you. Good keyboard pra no 
foystick option. 


TRAXX 

Producer: Quicksilva, 48K 65.95 (1) 
Author: dell MinteriSalamander 
Producer by Salamander for 
Quicksilva, Traxx is basically a 
painter game with an ingenious 
diffarença, fouhave a gridol boxes, 
30 in all, and the base ol the bottom 
Centre box ls already painted purple. 
Yours a lille green cursor, and as 
you move onto unpainted track it 
turns purpla behind you. The object 
Es to paintall tha track, but the 
diferença is that the paint is elastic 
— (E won't-stretch further than 3 
sides of a box, so each box must be 
completed before maving onto tha 
next, There's a Chaser, Of course, es 
many as 8 depending on the skill 





level, and 8 playing speeds: Sensible 
control keys, joystick: Protek or 
AGF. Mixed visws with the main 
criticism being that itwas difficult to 
control in a silly rather than exciting 
way, t being too easy to overshoot à 
turning. H you do so tha elastic paint 
| zipsback and you have to slart 
again, Fair value for money, CRASH 
rating 81% M/C. 


























LEME 


From = earlier da ima 
spawned à number mm 
versions. all baslcally allke. The! 
usually have several sklll levels ano 
work on option menus whlch allow 
E to uso vara Eogioas Impulsa | 
Engines. Phasers, Photon Torpedoes; 
view the short or long range sean, 
ps y map or the immediate sector. 
alus reports show weaponry lefl, 
ower, damage etc. Some give you à 
jattle plan view, others a cockpit view 
| with a more arcade element as you aim 
pur phasers at lhe darting enemy. 
he enemy ts usually the Klingon 
Empire, though lhere may be some | 
| Romulans around. All pd pr have 
gtar bases tor docking and repair. The 
higher the skill level the more enemy 
ships and bases there are, and lhe less 
Federation star bases. Among lhe 


better programs, ils very much a. 
matter of personal choice. we list 
the features of each briefly. 


Producer: Virgin, 48K €5.95 
Author M E Davis 
Virgin always have good, clear 

| instructions, and this was one of the 
battor first issue games. Features: 
Galactic war report, detaliing 
mission, alians left, starbases and 
stardates left: Computer call — main 
menu; Long range scan, well laid qui 
| with the sight adjacent sectors 

| shown: Navigation, menu tor moving 
from sector to sector: Batilegtations, 
arcade style viewscresn with four- 
directional movement and fire at 
visible enemy. Docking with a 
starbase ls tricky, and there are also 
time portais in space as well 45 
asterold storms to contend with. On 
balance a reasonable game with tén 
skill levels. 


STARSHIP ENTERPRISE 
Producer: Silversofl, 48K £5,95 
This comes with a good instruction 
manual, Two players can gu 
play a star trek game, one reading, 
the other purching buttons. The 
alaxy map shows the 84 quadranis 
(8x 8), each quadrant is sub-divided 
into B4 sectora. Commands are: 
Navigate which providas 2 grids, one 
for navigating within fhe-sectors of a 
quadrant, the óther tor moving to à 
new quadrant: Short range scan, 
shows tha contents of tha quadrant 
in which the Enterprise sits: long 
range scan shows lhe eight adjacent 
-quadrants: Phasors, switches you tó 
arcade style view scrgen with four- 
directional movement and fire at the 
visible aliens: Torpedoss, allows you 
to aengage the enemy ftom a 
distance, avoiding thair weapons: 
Damage report, speaks for ilBeif. 










































Shields, allows you to setthe level ol 
defence: Computer oHers you lhe 
main menu and also controls the 
status report, galaxy map, damage 
rapairs ánd auto docking. The action 
is Tastand Turious il you move mto a 
sector or quadrantoccupied by the 
enemy, and is diHicult to break into 
your command computer if it's 
lighting, so have-everything ready 
beiore angaging the enemy. Good 


value for money. Kampston joystick 


option for arcade sequentes. 


STAR TREK 
Producer: Neplune, 48K £5.50 
Author: Derek Brewster This version 
bfters good value for money since 
thatape also contains MUNCHMAN, 
which happansio bea véry good 

ac man version indeed. Neptune's 
Star Trek offers all the opllons as 
listed in the above review, the major 
dilerence being that ithas-battia 
plan vigws rather than arcade style 
loghis with the aliens, In using the 
weaponty, you mustenter the 
direction àt attack (O degrees to 360 
degrees), and ils strength, lhen sit 
back with batad breath as fhe phasar 
or missite trail moves across the 
séreen towards the enemy. Instant 
action is required on engaging the 
Klingon rotters as they fire the 
instant you are spotted. Excellent 
graphics make this an engaging 
version tó play aí spéeds which 
certainly require more than one 
Captain Kirk per game. 


STAR TREK 

Producer: Impact, 16K £5.00 
Anyone thinking to themselves thal 
hera is a 16K version jolly good, 
should keep well away. Em afraid 
this program ien't even good endugh 
tor the ZX81 from which fi must have 
originated. Apart from lhe fact that it 
finishes loadihg with an OR repor 
and nothing else, no instructions; no 
suggestion of skill levels (though 
thera are supposed to be levels) not 
a thing to help: you then have to hist 
the BASIC and tellitto run! There 
are no graphics beyond words and 
tigures. Thkg is totally unplayabie 
and'notacceptable by today's 
standards. 


STAR TREK 

Producer: R&R Soltwara, 48K £5.50 
This isa very playabla version even 
though itpre-dates quite a few of lhe 
others. There is the familiar galaxy 
map with its 64 sectors, ongs O! which 
is always displayed at the top ol the 
screen, showing in graphic form the 
Enterprise, Kingon ships, Starbases 
and stars present. Youare told the 
sector you are in, energy heval, 
shield level, torpadoas left, the 
stardate, Klingona leftand the status 
condition, Command options. 
Include manoeuvring, Shields. 
phasers, photon torps, scan, galactle 
map and computer. The computer, 
when selected, allows vou tó 

dps app use hyper-driva, Use smart 
bomb, send outa probe, self- 
destruct and check status. In 
addlonto the fiendish Klingons 
Homutan-vessals with invisibility 
cloaks may attack you, Good value 
for money although the graphics 
could have been more colourtul. 


TX TREK 

Producer: Impact, 48K £6.50 

After siating their eariier attempt. it 
would be nica to say something 
good aboul this verston from the 
same company, but Um alraidnol. 
One ravigwer points ouithatas tis 
written-in BASIC It makes the game 
slow, Well Starship Enterprise is 
written in bastc and that is pretiy 
fast. Hare the keyboard response is 
slow and erratic, there is optional 
sound, but sóund siows lt down 
turthar still, and the graphics are 
simply not good enough. is also 
highly priced. Sottware produbers 
should do themselves the favour of 
deleting quit oi date games like this 
one and spend sometime produçing 
batter material, 























































































Starring Gordon and 
Flash, Barreldrop is & 
pames compendium. Gordon 
sutters from Blocked 
drainpipes—at leas! his housa does. 
Hecures this alfliction by lhe 
“—eurigus method of rolling large 
barreis down the stoping roof and 
letting lhem fall through the blocked 
pipes: He only has five barreis and 
it's important they fall exactly down 
the centre ofeach pipe. Ifthey dom 
he loses the barrel tor good. 
Fortunately his faithful dog Flash is 
gn hand sometimes and if called in 
time, the dog will recover the barrel 
and return tor another go-"Clearing 
all five pipes successfully results in 

| another séreen which may be 
anything from a riddle to guess to an 
arcade shool em up sequence, lt'5 
quite an original idea, ir which 
rothing is too diticult, and yet 
there's so muçh that it becomes very 
difficult to. get through. Playable and 
tun, good value, no joystick options. 
Overall CRASH rating 65% MC. 


ARCADE 
MISCELLANEOUS 


AH DIDDUMS 

Producer: Imagine, 16M £5.50 
Author: D H Lawson 

Don't be fooled by the title — this 18 
no game tor cissiest When It first 
appeáred Ilhad ali the revigwers tigd 
incóntusod Enots; You are a teddy 
bear, shut in the toy box with the 
alher toys for the night, but your 
baby's Crying 50 you must gel oul 
and qo and comfort him. The onty 
way out is by using all the coloured 
building bricks and assembling them 
correctly, whilst avolding all the 
nasty toys who want to stop you, 
When you escape the box you 
realise it is Inside another, bigger 

| box, and that one's inside another, 
and so on... What contused 
pvervone at the time was the method 
used to assembla the bricks, and 
Imagine's cassette inlay is ot no 



































halp, nor are the gana CHOPPER RESCUE 
on screen: lhisis the oulline idea — “Bi T 
| pickup the brick and take to topo! Por Pei E5.50 


seresn slighily to rightof correct 
colour block, than drop it. Tha brick 
should slide into place as if by 
magic, Considering the packed 
screen, the graphics are excellent, 
Copfuston of keys. butthis tentam 
arcade spasd game. Walch outtor 
ciockwork soidiers, play people and 
the aggressiva train — and the 
baby's-crying — there, there, there... 


| ANGLER | 
Producer; Virgin Games; 48K £5.55 
Author Dirk Oliviar 

Auquist day on the river fishing 
sounds ke a load of fun, but this 
gama manages to be aboul as 

| thrilling as-a real day on lheriver 
fishing! Beneath your boat pass 18 
layers of various tish. With each 
game you're given 100 casts of the 
line to hook as many as you can. 
Some fish are fine to catch, some 

| can be quite dangerous and caught 
crabs eat away your cateh. There ara 
five levels O! play which determine. 
how close to your hook a fish musl 
beto es caught. The language is 
BASIC, so are the graphics and the 
idea. May be okay for very young 
children, but there's nothing here for 
the serious player, Makes you 
wonder why 48K 0! memory was 
required, Virtually nil addictivenass 
and an overall CRASH rating of 38%. 


— AQUAPLANE 

Producer; Quicksilva, 48H £5.05 
aulhor Jofn Hollis 

Many of the games in this section, 
almost by definitton, are quite 
priginaland Aquapiana is one of 
them. It'5.a nice day and you fancy a 
spoto! water skling. After a moment 
you're suddenty surrou nded by 
roçks, but they're fatrly casy to gel 
through, Following on though, the 
waters instantly lullofrow buats, 
and if you get through again the so- 
called G and Trich-kidsarrive, 
incompetenthy flapping their yachis 
ali over lhe placa. Should you 
survive the hoe-haws, there s lhe 
aharks.... Skijer and bóat are seen in 
profite, controls (up/downdthrust) 
move both boat and skiler, but not 
strictly in relation to each other, like 
tha real think, the skiler 
inconvenlentiy foliows a shghtly 
difterent path to the boat. This. 
makes it difficult to getboth safely 
thróugh the gaps. sa very 
anjoyable games to play, but the 
lasting appeal is sight. A clever 
touch is that the border colours are 
split horizontally lô match exactly 
the colour of sea and sky In the 
game, thus giving the impression 
Hal the entire tv soreen le in use, Try 
itfirstand buy if you like it. 


BARRELDROP 

Producer: Games Machine, 48K 
E5.95 (1) 

duthor: Russell Vincent 


The game siarts with a helicopter 
dashing into rescua the title from a 
dreadiul spelling error, CHOPPER 
RISCUE lt says, but the chopper 
comes back to inserian E an 
remove thel. As is their want, 
scientists are being entombed by 
radioactive waste dropped from 
overilying planes. You must fescue 
thám in yóur (nicely animated) 
helicoptar by shooting away the 
waste and making tunnels in dl to 
raach them. Each one must ba | 
returmad to the safety ol the halipad 
before getting the nex1, The gun 
firas in the direction of travel and 
there's not much time. Ifyou get hit 
by the falling waste you're dead. 
This isa very fast game, almost 
impóssibla with lhe cursor keys, and 
difficult enough witha Kempston' 
AGF orProtak joystick, Addictive 
and'good value. Recommended. 






Producer: Ultimate, T6K E5.50 
Atso available inROM cartridge form 
at £14:/95 Ultimate's graphics are 
famous. In Cookie you are Charie 
the Chet, with mixing bow! below 
and dustbins to theside, On the right 
is the pantry containing the 
ingredientã which must be got Intó 
the bowl. Untortunately, the 
Iingradiants are pretty wild and 
thayre accompanted by assorted 
objects that shouldn't Dein lhe 
pantry and would upset the Ministry. 
of'Health oficiais if they knew about 
them. Using flour bombs to 
momentarky stun, you must knock 
tha ingredients into the mixing bowl, 
and the rotters into the bin. Should 
ra getitthe wrong way round you 
ose points, time energy and 
everything. Each screen provides 
ditierentand more difficult 
ingradients. Another game that 
needs a joystick, Kempistônor 
Protak. Hi-score, one or Iwo player 
games, B-directional movement and 
the smoothest o! graphics around. 
Addiotive and highly racommended. 


CYBERTANKS 

Producer: Star Dreams, 18X £5.50 

A complex maza of green blocks is 
tha home of the enemy Cybertanka. 
Take your tank round and shool em 
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| up. You can blastaway tha blogks to 
| getat them, but theyare fast Three 
lives, hall-ot fare, joystok' 
Kempston AGF or Protek, Nice 
graphics and playabla, bus perhaps 
natveryaddictiva. 


DOOMBUGS 

Producer: Workfores, 16K E5.50 (1) 
| Thisis an original type ol creepla 
crawle game butitisnota 
“centipede' game, There are 
basically iwo screens: In the first our 
heró, Tarant Tuta, finds himsel in 

| the Grubbers' Lair, There's a trap- 
door leading to the nexiscreen 
which only opens aftar repeated 
haminerings oi Tarant Tula's head. 
There's aiso a pile of honey tor the 
bugs to eat, but Tarant (to use his. 
first mame) must take a mouthtul of 
the honey between each attempt on 
| tha door. The Grubbers, híle round 
things, wander about and when they 
meet à green, Squirmy 
Bubbergrubber is formed, These eat 
| honey tos, and should two of thera 
meeta Red Backed Grubber results. 
| Thestare lhe ones that kill ofi old 
Tarantifthey catoh him. Alm isto 
getihrough the trap door before any 
amount of Red Backs are bred. 
Tarantcan, however, ealthe 
Grubbers and Bubbergrubbers, 

| Once throughand Tarant |s 
presented with a simple maze 
guared by three Red Backs, Ilhe 
Should get through safely he arrRives 
in another jair whero the bugs breed 
faster. Neat graphics and & pretty 
maddeningiy adaictive game to play. 
| Only one life makes for terminal 
Irustratior om nearinga he-score, 
Continuous movement makes 
Tarant Tula a bitdifficultto control 
alhough he control keys are 





























By THE SILICON KID 


sensibly placed, No joystick option. 
Overall CRASH rating 67% M/C. 


EXTERMINATOR 
Producer Silversolt, 16K ES. 95 (7) 
Author; | Morrison & O Anderson 
This is a very g00d 'Berserk' type 
game In which you are piited against 
Sevantypes oi robot with varving 

| characteristics and one thing in 
common they're outtogelyou! 
Level promótion occurs 
automatically on reaching the 
raquired number of points. A novel 
featura is the provision of two seis of 
control keys whichallow ellher B- 
directiónal movement or rotational 
movement, both with direcional fire, 
Strategy demands that yóu shoot up 
th more dangerous ivpes oÍ robots 
First to stay alive for longer. Sensibie 
keyboard positions, joystick: 
Kempston, AGF and Protek. Good 

| value for money, overall CRASH 
rating 83% MC. 


GOLD DIGGER : 
Producer: Blaby, 48H £4.96 

| Mes alhunderground and you're 
tunmeling mines looking for the góid 
nuggets, Purple qnuggets gnashers 
are hot on your trail, however, soil is 
important to dig strategically round 
the red rocks so you can distodge 
them to block offihe tunnels or even 
drop them dawn and squash tha 
anashers. Nine speed levels. 
Joystick AGF or Protek, Kempsion. 
Cursor keys. Notas addictive as 
mostother Blaby games, buta quod 
baginner's game anyway. 


GOLO MINE 

Producer: DK Tronies, 16K £4,05 
Thay say this is a stralegy game, bul 
that's hardly true, You do need some 
strategy to go lar the gold inthe 
quiskest mary, But lts not the main 
ingredtent. Use theliftto go up or 
down from the surtaçe and then dig 





D WEST 


Being alone in the West was never 


towards the goid sites. Not 
everyihing thai glitters is gold 
though. Tunnels can collapse and 
ihera are underground stream. 


| Energy runs out fast underground, 
| especially if vou are carrying gold. In 


addition, the lift may collapse if vou 
are carrying too much weight. 
Replenigh energy by returning to the 
suriace and depositing gold in the 
bank. In amy event, a rather slow 
game with limited appeal, but 
probably good value tor younger 
children. 


GOLO RUSH 
Producer: THORN EMI, 16K 26.95. 
[1 


| Author: Martin Harris 


The gold mines ot Oron are 
bottomigss caverns where gold 
nuggets rain down from the rool. 
The Oronian miners place girders 
across the cavernas to catch the 
nugoeis and direct them into 


| Buckets, Lite would be pleasant were 


E notor the skulis that figat about 

eating Oronians and moving the 

girdera around—and of course the 
alhing nuggets can be very pairtul to 


| anunprotected Oronian haad! The 


screen is split into threa-equal 
segments, à safe home to the right to 
which an Oronian cannot return, a 
store for the girders to be used on 
the left, and in the centre the cavern 
itself. Ditectional keys move the 
Crenian about and the firing key 
positions the-girder. Nuggets may 


“rolo the leitor the right when 


miiting agirder, so some strategy Is 
required to keep lhé structure 
working to your advantage, Points 
are scored for a nuggel hitling a 
girder, and more for getting one into 
a bucket at lhe base of lhe screen. Al 
the higher skill levels the skults will 
eat the nuggets as they fail. 
Untortunately, there's no sound, but 
the graphics are smogth and 
Colourtul, an unusual and medium 


The Game 


| New tork, looking for a place to 


particutariy safe, even atthe best of times. so when 


addictiva game, two keyboard 
ruir Overall CRASH rating 
% MC. 


GRAND PRIX DRIVER 

Producer: Britannia, 48K £5.95 (1) 
Author; Chris Wober 

Adong with Thorn EMI'sRoad Racer 
and DK Tronics'Bpeed Duel, a 
contender far the 3D Spectrum 'Pole 
Pole Position game. Theeflect of 
the road winding about and the 
moving landscape in the 
background |s quite good In this 
version, and the hollow gra phics of 


the racing cars also works quite well, 


but the main drawback is that your 
car |5 quite hard to control, When 
overtaking, an indicator at the 
bottom tells you which way lhe car 
to be overtáken willveer, butto get 
past sately it is assential to come 
almosttoahalt | you manage to 
pass the 30 cars on the track then a 
litilg man appears and waversa fla 
to tell you that you've won. Good, 1 
overiong, explosions on crashing. 
General feeling was that this game 
can become repetitiva quite quickly. 
Good keyboard positions, joystick: 
Kempston and Sinclair (Iniertaçe 2), 
Fair to average, overall CRASH 
rating 85%. Compiled M/C. 


GROUND FORCE ZERO 

Producer: Titan, 16K £5.00 

Atfirst glance it logks like a simple 
game, but in fact lt is quite hard, 

Very similar to Romik's “Spectra 
Smash, which has more options 
than this version. Your plans keeps 
Crossing the towering skyscrapers à! 


landsThere isn'tanywhere, so witha 
genocidal brainwave you decide to 
bombthe city flat to make a landing 
strip. With each pass over tha City 
your plane gets lower, so it's 
essential to knock out the biggest 
tomers betore they knock you out. 














the Wild West Hero took up the challenge of rdding the rockies of bandits he found a 
few slight problems. Being outnumbered sixty to one can be irritating especially 
when some annoving person has planted 'Killer Cacti' Treacherous Trees orsome 
other lethal objects argund the batile area. Combined with the fact that the killing of 
one gang simply brings yet another bigger, nastier and faster gang of bandits made 
lite, well, somewhat awkward, but then again he was The Wild West Hero”. 


Only £5.90 inc VAT p&p 


Wild West Hero uses ful colour graphics, hi-res, smooth movement, dramatic 
sound efiects, 100% machine code, high score, two play option, compatible with 
Kempston or Downsway joystick interface. 

Hil Timescape productsare guaranteed for life, ifour software ever failsto load return 
the cassette for an instant replacement. 

All orders despatched within 24 hours of receipt of order. 


SOFTWARE 
| VIRGINIA GARDENS, nao bd MILNGAVIE, GLASGOW 
2 
Telephone: 041-956 5058 
q ureaa sa “ Please send me Wild V West Hero NOW! SS 
io MEDE Ea E AREAL RR O | 


| Adar ass AAA LAIS TILL LEA ILTESES 
| FERE Eddiicinn a 








































ti Li dd SITIO TA TELE TE ddidpre 


bad Ra ha LA AP Ep EOkngane: ; 
Rr pe io . a PERA ja 









Copying, lending or hiring “Wild West Hero" is prohibited. 


Dealers ring Paul Holmes 
041-956 5058 








58 


e s—— 


a = 





- Several skill aveis with taller 
buildings. Simpte to play with onhy a 
bomb control. Despite its simplicity, 
| reasonably addictive, 


GUN LAW 
| Producer; Vortex, 16K £5.05 
In real life the famous James Gang 
were reputed to be lousy shots, 
unable tó hita man six feet from 
lhem when all five triad to gun him 
down. However, Vortex have putthe 
whole thing-righê with this well made 
programme where, &s Marshall, you 
can stalk them down the dusty 
streets 01 town, flring at figuras as 
they appear in doorwavs and 
windows. Your reflgxes must ba fast 
as you won'tgeta second chance 
| Arom thesa baddies. Bullets are 
restricted, 80 ils important not to 
| shoút innocent people. Despatching 
a baddie sarns vou dollars. The 
graphics are generally good, 
although the gunsight could have 
bean better. Reasonsbly interesting 
and indecenthbyraddictive. 


JAWS REVENGE 

| Producar: Worklorcs, 16K E5.95 
This is à game for hungry people. 

| You're à shark on a jaws-agape- 
leeding-lranzy. Fish, swimmers 
(moving at Olympic speeds) and 
boatmen all go down your throat, 
Some lah hava a habit of turning red 
and poisonous, so don't eat those, 
and the fishermen In their boats 
throw harpoona or drop depth 
charges to stun you. You can catch 
tha depth charges and defuse them 
before thay reach the sea bed. And 
the sea bed itself isn'thlat so don't 
runinto it. 'sa sort of Panetrator 
meets Galaxians under water. An 
amusing game with good graphics. 
à No joystick option. 


JAWT 

Producer: DK Tronics, 16X £4.95 
On the same theme, Jawz is the 
other way round. Tou must Use your 
underwater gun sighis to shoot up 
the maruding sharks, whillst avolding 
the gunge dropping ftom polsonous 
Jelly fish on the surtaça, The game 
was originally made by Elin — it's 
being marketed by DK Tronicá 

| probably hasn't made al that much 
diterence because untortunately it 
has a very limited appeal for serious 
arcade addicts. Good tor younger 
gShildren. 


JUNGLE FEVER 

Producer: ASF, 16K £8.90 

Get your man to jump over the traps: 
dug by Pigmies ând then swing 
across a pitusing a rope tisdto a 
trée. What comes after that is hard to 
say because this game with its 
effective graphics Is not easy. The. 
-dâmnad rope got me every time. 
Good fun to play and reasonably 

| addictive bul perhaps a little. 
|“overpriced. No joystick option. 


JUNGLE TROUBLE 
Producer Martech, TER £6.95 
A game with a similar theme to 
Jungle Fever. Collect an axe and 
| teap across stepping stones set in a 
crocodite infested river. On the othar 
side you climb a ladder to get to the 
treas, which a must clip down, 
The trees will fallon you (il you're 
not quick to jump outof the id 
and they blunt the axe — so back for 
another. Monkeys live in tha trees 
and steal your axa but you can chop 
them withit — iHit's not already 
Blunt. IFthay steal it — it's back for 
- | another. With the forest laid waste all 
| youhave to do is swing acrossa fire 
| Pltusing a rópe, jump a chasm and 
then home tor tea. À busy game with 
plenty of opportunities tor tailure 
Bnd'so pretty addictive, 


KNOT IN 30 
Producer: Now Generation, 4BK 
E5.95 


Extremely hard toseshowthis 
-extraordinary game works at first. It 
could really be thought ofas a grid 








| game ora bozy bos game but with 


you as the anaks actually in lhe 
screen but in à 3 dimensional space. 
Confused? Well you willbe: Steer 


- yourseH through the white void 
| Bvoidin de ge brightly coloured 
| trail and thal 


of tha chasers, lwisting 
and turning to fimd space to move in 
before itall gets filled up. Uses 
cursor keys so AGF or Protek 
joystick would help. Tremendous 
values for money, and addictive tão. 


LUNA CRABS 

Produber: Micromega, 16K 26.595 (1) 
Author: Mervyn Escouri 

You must know the feeling —there 
youareo, on a Salurnian moon, away 
from lhe satety of your explorer's 
ship, taking samples of moon rocks, 
when suddenty there are all these 
nasty red 'crabs surrôunding you and 


gobbing green spit all ver the place. ' 


ortunately, you have your quided 
migaila Cannon, Descriptive 3D 


| praphics are alfective in this Simple 


shoot-back-al-em game, as you 
whirtand turn to avoid the green goo 
and'to aim at the fiendish crabs. 
Good animation and colourtul 
graphics, but in the end a game with 
limited playng appeal. Sensible 
control keys, no joystick option and 
onty one skill level. Overall CRASH 
rating 62% M/C, 


LUNAR JETMAN 

Producer: Ultimato, 4BM E5.50 (1) 
The follow-up to Jetpacr' is, as 
expected, a fabulous game. Ililhas a 
drawback il's that it is too difficult to 
play, but as |s usualwith this sort of 
game, experts can get a long way 
and próve that vou can score! Aftar 
falling to-construcl hig' space shop In 
detpac' properly, Jetman has 
crashed on the moon with only & 
Moonglider ior company, plus E 
clutch of assorted and unexplained 
equipment, alien missile bases and 
hordas ofhorriblo alien creaturos. 
Half the fun ol the game is 
discóvering whai-makes what tick, 
since Jetman can pick up objecis 


| and transport them himself, or drop 
| them on tha Moonglider for 
| transport. He can get Inside as well, 


where he's sata from the aliens, and 
drive the Moonglider along. But it 
won'tcross holes in tha ground. 
These must be filled with bridging 
units carried on the side of the 
vehicia. Whenever an alien hits 
Jetman, iLcreates another crater, 


| The basic aim ofthe game isto 


destroy the altan bases=but this 
task certainly must rank among the 
most heroically difficult of all timeil 
Superb graphics and sound 
(improved with talking aliens if po 
have a Curtah Microspeech uni 
attached), a lot ol well planned keys 
which make the joystick options 
(Kampston, AGF, Protekja bit 
radundant, One or two player 
games. Overall CRASH rating. 


| 85%-—highiy recommended, MC; 


MINED-DUT 


| Producer: Quicksilva, dBK £4.05 


Author: lan Andrew 

Forget the inlay card, which was 
probably written by a stoned 
Quicksilva copy writer, and play the 
game! You are presented with à 
blank field, densely sown with mines 
and you must get to the other side 
without biowing vp. Take astepata 
time and watch the warning which 
telis you whether there is a mine In 
an adjacent square — Is itlaft right 
or ahéad? What happens when there 
are two Or even three mines? Tha 
tension mounts and ciever, Logical 
thinking is your only safeguard. 
Laval two offers maidena In distress 
to be rescued and later levels still 
contront you with things that chase 
and make vou move quickly. Nine 
lavels In this most nail-biting game, 
Andithasn'tdated a bit, still worth 
the moneyif you haven't tried it. 
Recommended, . 





MOLAR MAUL 

Producer: Imagine, 16K €5.50 

With a wicked glint in their teeth, 
Imagine invite you to take part in the 
fight against the DK (Tronics) 
mernacçe, Your weaponsarsa 
toothbrush and some magico 
toothpaste. Tha screen opens 
(Hterally) with a gaping mouth and 
livoly clean white testh. Toftees and 
other gunk appear at tha centre, 
exciting theinterest o! the horrid DK 
bugs, and in seconds the teeth are 
beginning to yellow, purple and 
black out all over the mouth. The 
trick unith this game is dei tin 
the wratched toathbrugh into exactly 
tha correct position for the 
toothpaste to be squeezed from the 
tube. An excellent game with 
wonderful graphics, but so 
depressing to watch! I'm atraid It left 
an unpigasant taste in my mouth, but 
| have to say it's g90d value, 
Joystick: Fullar, 


MAS MOPP 
ia Computasoive, 48K £5.50 


[tj 

Author: Tina Billei 

Tha game which sets out to prova 
that it's better to createa mess than 
have to clean it up. Mrs Mopp's 
family must be tha messiest in the 
word, They littar cups, clothes, dust 
and just about everythnag else all 
over the floor. Moppsia has five 
utensils to help her in the task, but 
onty the correct utensil will pick up 
the appropriate rubblsh. There's also 
akltchen sink, washing machine and 
dustbin she must use when the 
utensil carriad becomes full. Pleking 
upa utensil |5 done simply by 
moving up against ifand it canbe 
depasited by reversina tha 
sequente, Like army hard working 
housewite, Moppsis likes a tipple 
now and han fo kesp up up her 
apirita, but if you let her spirit level 
get too High sha becomes drunk and 
disorderly. IFLthe work load becomes 
too much, shell give up and gave 
home! The only extra aids are 
magica! spells, bulali too often 
tese seem to be out of stock. Well 
placed control keys, Joystick: 
Kempston, Cute graphics, smooth 
movement and an original game to 
play, Reasonably addictive, overall 
CRASH rating 62% M/C. 


NAANAS 

Producer; Mikrogen, T6K £5.05 
The cassette inlay says 'Naanas', the 
title scraen, Nanas', obviously a bit 
contused! Another of Mikrogen's 
new games which insists lhatihere 
ara user-definable keys when there 
arenrt—obvriously a bi confused! 
Thealm of Nagnas (or whatever) is 
tó dash around catching bananas 
which a monkey is throwing down. 
they hit the igor andyou tread on 
one, you slip over and lose a bife. In 
addition lhera are coconuts 
dropping with paintul 
consequences. And lhat's ll. 
Graphics era reasonabile but pretty 
simple and ilha monkey doesn't. 
move at all. The cursor control keys 
work quite well in this game, no. 
joystick option: Pretty and fun to 
play fóra short while. Qverall 
CRASH rating 52% M/C. 


PARADROIDS 
Producer: Mikrogen, 48K £5.05 
Authors C Hinsiey 
H Paradrolds scores, Its on its: 
'difterentness, The idea |5 to move 
up and down yourenergy beam, 
firing taft and right atthe paradrolds, 
The jump ofl the various ledges all 
the way vp thesides of the nuclear 
reactor you are defending. Should 

y successfully parachúte to the 
bottom they resch the reactor and 
muiate into much mare vicious 
drolds. Tha graphios are duo Beo a 
brightly cólgured, move amoothly 
and react quickly to the control keys. 
(well Ledd out). the rasuitis a 
ressonable game, but somewhere 
the idea has faligred=it's too easy to 






SG. 
play and so becomes é: Pg é PF 
boring. The inlay stales a É 
thal there ara uger- definable 
kays, but thera aren'L. 
Overall CRASH rating 54% M/C: 


ODYSSEY 1 ss 
Producer: Perfection, 16K €5.5071) 
Author T Williams 

Firat prize winner of tha games 
section of Computech 83, Odyssey 1 
is a lhree-part mixture of arcade 
games, designed to test the skills 
and reflexes of shoot em up freaks. 
acreen 1isa Berserk yo WA Wour 
man at the cross roads of four rooms 
filled with firing robots. Hetan move 
in any dicection with rotational 
controls, go forward and fireup or 
down at will, Getting through this 
screen lands you up Inan 'Arcadia 
iype situation where wrap around 
wedges of alien ships fly overhead 
dropping missiles on you as you 
shoot up at them. Mean trick here |s 
thatonce dropped, the missiles wrap 
around vertiçally, gradually tiling 
Hhe screen with weaponry. Screen 3 
pits you against plarodactyl-like 
creaturos which swoop downrina 
wilholhy Pd indo alarmina. 
manner. The general fesling otour 
reviawers was fhat his was a 
surprisingiy difficult and addictivo 
game to play. The graphics are falriy 
small but tha 100% machine code 
program makes everything mork 
extremely well andsmoolhty. No 
joystick option, overall CHASH 
rating 72%, recommended. 


OSTRON 

Producer: Soflok, T6K £5.95 
Formerty named Joust, Softek for 
some rêason, changed its name. 
There's a lot of the You'tethe solte 
surviving White Knight, Guardian, Of | 
the Lore, ete' on tha inlay blurb, but 
basically you're on lhis Ostron thing 
(electrónico ostrich) and tha enemy 
are various!y-coloured buzzard 
thingies, There are several floating 
piattorms on which you can land 
before rising to the oecasion by 
fiapping your wings and attacking 
the-enemy, When you mest, face to 
face, the one's who's highest wins. 
First buzzards are pretty dat and 
gasy, but later ones become fiendish 
in their attempts to get you, All ir all 
avery enjoyabla game, with good 
graphics and sound. Don't hit the 
water — you drowin. 100 percent 
machine code, joystick: Kempston. 
Good valus. 


PSST 
Producer: Ultimata, 16K £5.50 
Hsounds a bit rude butitfsa 
wonderiul game with Ultimata's 
usual magnificent graphics. Robbie 
the robot must keep the swarming 
ingect lite from eating his plant. To 
do this there are various spray cáns 
lining the brick walls of the garden. 
Each level adds a different Insest to 
the collection and the trick is that 


| you must use the correci spray on 


the clght Insect or il only serves to 
stun for a e ço Tha insects algo 
kiloftRobble as well as the plant, 
which shrinks away if it's sater for 
too long. Letting it grow results in a 
bloom anda new level. Amazing 
graphics, 100 percent machine code, 

irectional movement, one or two 
player gama, sensible control keys 
and Kempston joystick. 
Recommended, Áiso available in 
ROM certridge form for £14,95. 


PUSH DEF 
Producer: Sofiware Projects, 16K 


£5.95/1) 

Author: Andrew Giles 

There are now several Spectrum 
versions olhe arcade original, 
'Pengy avallablá—Blaby's'Dodo' 
was one of the first. Softwaro 
Projects version is excellent. Bertha 
the ladybird sin a garden being 
pursued by four nasty insects cui for 
her ichor (blood to you), Tha garden 
is full ot green bricks which she-can 
burn out of her way, orsend 
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4* rival firm overtilas the river deopping 
mines on you. More points scored 
| for travellingatthe rightof the 
screen where your reflaxes have to 
be very fast. À fast, addictive agd 
original game with meat graphics: 
Good control key positions, Joystick: 
Kempston, Sinclair, 1 or? player 
ames. Hecommended. Overall 
CRASH rating 74% MO: 


ROAD RACER 
Producer: Thom EMI, 16K £6.95/1) 
Author: Graham Wisdom 

As lis-name implies, this is another 
contender for the Spectrum 'Pole 
Positior. The 3D Road/Landscape 
eftect is pretty good. and uniike 

| Britannia's Grand Prix Driver, the 
graphics are solid. However the road 
in this version does notactually 
bend as you gorgund corners, 
although the background does 
move Controls are very good: in 
addition to brake/gecelerate and 
left/righit, keys T-and 2 select lo or hi 
gear. | you use lhe gears Ingórrectly 
you will blow your engine. There aré 
several other cars to overtake betore 
reaching the finishing line. Perhaps 
one problem with the otherwisa 
excellent inlay card, is thai they 
dont explain how to gel going. 





| Shooting off In the direction in which 

she's travelling. By this method'she 

can Crush her enemies to degth. The 

insects can also burn up the bricks 

to reach her. Four bells im aach 

quarter of the screen, if rung by. 

touching them, cause the insects to 

go into a lr A and make 

“them vulnerable. The colours are 
bright, graphics fast and smooth, 
good sound, rather poor control key 

| layout, joystick AGF, Protek or 

| Kêmpston, eight skill laveis. CRASH 
rating, very good to excellent, 

| overall 85% M/C. 
QUACKERS 

| Producer: Rabbit, 16K £5,99 

| Quackers is designed more tor 
chiigren than shoot 'em vp addicts, 
but its cheerful graphics should 
make il popular It's setina 
fairgróund duck shooting gallery, 
where four rows of repeated objects, 

| Gucks, Cats, rabbits, faces anda 
glam turtle, move alternately in 

| opposite directions before your gun 

| barrel. User-defined keys or cursor, 
which means you can use AGE ar 


| Protek joysticks. which is ; líttte contising ara (sse 
É Edi E ae R 
RACE FUN review in fesue 1). Bright and large 


graphics, rather poor sound, 
Ru Kempston, Sinclair Overall 
CRASH rating 70%—good M/C. 


SANTA Est 
Producer; Artic, 16X E5.95 
Produced for a rush Christmás 
market, this tape contains seven 
diflerent games-in a compendium. 

| Alithe games are short and ani 
one, Rudolph Goes Racing" is fair. 
Judging by tha names and games 
quality, the lape is almed at younger 
children and grarmdmas and 
probably won't bein circulation for 
very ema Overall CRASH rating 
28%. BASIC. 


Producer: Rabbit, 48K [5.99 
The Spectrum hardiy has the sortof 
graphica capabihity.of the big road 
racing games in the argades, but as 
faras Spectrum racers go, this isa 
pretty good one, An ovarhead viow 
shows the track which varies from 
wide to very narrow, straight and 
curved. Off you go with severa! 
Others cars. Bumping another car Br 
running off the road, sloiws you 

| down and costs-fuel heavily. The 
object is to get as many points as 
possible Exlare running out of 
peirol. The graphics are vary good 

with the cars being quite large. User- 
detined control keys (acoslarate, 
Drake, left, Fight) or cursor so you 


can use a Protek or AGF joystick. SHADOWFAX 


RIDER Producer: Postern, 16K.£5.95 

| . Shadowlax came out with a lot of 
Producer: Producer: Virgin Games, ballyhoo at£7.95, which wes grossiy 
+8K 5.05 (1) overpriced, so it's nite to ses 


Authors: Roy poole & Terry Murray 
Thewriters of "Yomp' have come up 
with another quasi-military therpa 
game in two parts. First sgreen you 
leaptrom a plane ona parachuteo 
ard try to land on one of a straam.of 
rideriass motorbikes below. These 
have been suppligd by the resistance 
movement of the Gccupisd counter 
rou are Spying on. ityou succeed In 

| landing on one it cuts instantly to the 
second screen, Thisisa db viewofa 
Country road, hegvily sowed with 
visible minas, down which you must 
guide your carsering bike. Although 
the details and large graphics are 
quite good the game ends up being 
unpiayabie. You can't brake and tum 
at the same time for instance, It all 
pátis very quickly andends up being 
much slower than it should. 
Reasonable control keys, seven skill 
levels, no joystick option, only a fair 
game, Overall CRASH rating 50%. 


Postern have dropped it now. No 
one can complain about the 
graphics which are quite excellent. 
Uniortunately the gama nas very 
little sise to offer. You're mounted on 
- Yourwhite charger (the inlay blurb 
might lego to suppose this wás some 
Hobbit-lika adventure) and riding 
against the black horses that galop 
on from the left at random heights. 
You can fire a boltat the 
approaching enemy but you must 
"then explode the bolta! exactly lhe 
right moment. And thal's the game 
— You are up against the points. 
Mind you, il is mesmerising, só you 
do make mistakes, Definitelya game 
to get à look at first —if voulike the 
idea, you won't regret the graphics. 
No joystick option, 


Mixtura o! BASIC and MC. 
ay SHARK ATTACK 
RIVER RESCUE Producer: Romik, 16K [5.90 
| Producer: Thorn EMI, 4BK 6.95 (t) Author: fan Anderson 
Author Phil &nel! The theme from Jaws works nicely 


You're in control ofa river speed 
boat. The screen shows lhe north 
and south banks above and below, 
everything scroiling from rightto 
loft, You can hold theboat's position 

| to lhe left (safer) side; middleor 

| right (dangerous) side. The object is 
to ráscue explorers trom the norih 

| bank jetty and land them at the south 

| bank jetty. As the two jetties are 

| Oppógsita, peu cant just commute 
balween them. The boat can take up 
to six explorers ata time baloré 
ianding them, but ifyou lose the 
boat, you lose your explorers tão. 
Theriver is infested with crocodiles, 
sand banks and logs, whleh you 
must avoid, If you're very good, a 


but the rest of the continuous sound 
will eventually drive you mad. You 
must save octopusses (or GEtopi) 
tróm the sharks by weaving 8 
protective net around the octopus: 
Should a shark sal the-octopus 
before you screen it. then the shark 
can gal your net. Having either 
succeaded or failed in this task, tha 
rest of the game is to fil up as much 
| ofthe screen with net without 
getting eaten yovrseilt. Three levels 
one or two Ee info Jdoystiçk: 
Kempston or Sinclair. A gama with 
very limited appeal and no addictive 
qualities, but it mightwell appeal to 
younger children, a sortot Painter 
meets Jaws. 


SIEGE 
Produesgr: Postern, T6K £5,99 


| Author Mika Singleton 


Throw rocks dowr from a high 
castle wall onto the massed 
altackers trying to climb up. As the 
rocks fall lhey knock the attackors 
om, oHten several ata time as one 
sua man catches another. The 
Stick figure animationis cute and the 
game should appeal to younger 
Children, butit'is very limited as lar 
as the serious addicted arcade 
playéris concerned. Simple control 
keys. 


SNAKE PIT 
Producer: Postern, 16K £5.95 
Author: Mike Singiaton 
This is pacman variant, butitis toa 
originalto lump in with the rest of 
lhe yellow gobblers. The'maze' Isa 
live, wriggling one, Seven different 
coloured snakes are trapped in their 
Nests, surrounded by a screentul of 
green egos. Yourjob is toeatall the 
eggs. Only lhe red snake can eai 
egos, so f instantly frees itself and 
begins eating round the screen, 
fresing the other snakes as it goes. 
When you meet a snake head on 
there is a nasty little guiping sound 
and that'sdt until you press 5 for 
another game, Should vou clear the 
screen day then get a chanceto eat 
the snakes (tail first) as well as the 
auo. | never got there; this is very 
difficult, The graphics are superb, 
É ão enough to turn the stomach! 
ty the côniro! keys are só 


awkward, and no joystick option. 


Addictive and good value, 


SPECTRA SMASH 

Producer: Romik, TEK 26.99 
Author: John Bell 

This is similar to Titan's Ground 
Force Zero, but ralher more 
complex, in that you have limited 
height control over the plane, ane 


thera are gun tlurrets on some 


buildings firingat you, none on the 
Sásiest level, more and more on the 
harder ones. Bombing the guns first 
Sana helps. Shouid you land 
successfully, having bombed the lot 
flat, the angry nativas roward you by 
sending out a fuel tanker so you can 
take off and do the thing quer again 
ata higher level. Of course they win 
in the end! Three lives, hr-score, 
nus lavels, joystick: Kempston, 
AGF. Protek, Sinclair. mic. 
Recommended. 


SPECTRON 
Producer: Virgin Games, 4BK É5.05 
| 


Author Mark Kirkby 

Probabiy Virgin's bestshoot em vp. 
probabiy their best game in act. 
Thisisa no-win Berserk type game 
hat demands fast reflexes and a 
sixth sense to get very far. One 
reviewer was able to. Count as many 
&s 216 anemy robots on the screen 
al onetime. Enemies include 
Swarmera, Speeders, Launchers and 
Electróns (which leava 
indestruetible electronic fences 
behind them). Your cobol fires 
automatically when on the move and 
Control is Bedirectional. Well thought 
Out, with detaded graphics, very 
g90d sound, no joystick option but 
well placed control keys. Overall 
CRASH rating 77%. Recommended. 


SUB CHASE 

Producer: Gem, 16K E4.95 ET) 
Youare in control of a shi P equipped 
with deplh charges which can ba set 
lo explode at nine difierentdepths 
dapending on which numarie key 
you select, Bengath you, submarines 
Cross the streen in one direction, 
cocasionally firing missiles up at You 
which must-be dodged. Theartis to 
select lhe correct depth at which to 
explode the charge to kill the sub. At 
higher skill levels iha subs change 
depth randomiy. On the whole a 
game more intended to appeal to 
younger children, 4 skill laveis, 
reasonable graphics, poor sound, 


“Author: Sandy 





| rating 85% M/C. 


| simple control keys: CRASH rating 


49%-—poor for addicts, good for 
children. M/C. 


TRANZ AM 
Producer: Ultimato, 16X £5.50 
H's post-holocaust America and tha 
country's a barren desertwitha tew 
cities herecand there where you can 
get fuel. Otherwise a clutch of Mad 
axalikes in deadiy Black Turbos 
are out to kill you while you hunt the 
wastes looking tor eight gold cups. 
The playing screen is only a B00th of 
the available ares, Instruments on 
the lefishow, time taken, miles 
travellad, à map ol the Statas 
showing Citias and your location, 
local radar showing cups (if any) 
and enemies, speedo, fuel gauge, 
engine temperature and lives lefl, B- 
directional movement, excellent 
graphics, highhy playabla. Joystick: 
Kempston. Highly recommended. 
Also availabte in ROM cariridge form 
tor Eis as, 


TURBO DRIVER 

Producer: Boss [UK ), TEK É5.95 
Another tor the racing car addicts. 
Turbo Driver features very large 
vehicie graphics and an attempt (not 
entirely successful) at 30 through 
perspective, Six other cars leap 
away from the starting line when you 
stall. ou must catch them up. The 
cars and several olher hazards make 
ire-dificult, andifyou goto 
carefully you'll run out ot fual. The 
track |s quite straight, and there 
aren't those wonderiul explosions of 
the original arcade version, but this 
's a popular programme and does as 
well as the Bpectrum will allow. mic. 
doystick: Kempston. 


30 ANTATTACK 

Producer: Quicksilva, dBK £5.95 1) 
Wihita 
Some ofthe best ever 3D graphics 
for the Spectrum which work 
excellentiy not only on the 
numerous buildings but also on the 
sotter forms of the hero, heraine, 
and dreaded anis which swarm 
through the walled city of Antescher, 
The object of the game is to jump 
over the one spot low enough in lhe 
Outer wall, find your girliriend (or 
boyfriend—vyou can selecl which), 
and escape before the ants get vou. 
You can run and jump in four 
directions, throw grenadesto kill the 
ants over varving distançes, or stun 
them by jumping upand down on 
them. The scene can be viewed from 
any one df fourangles. Itisn't easy! 
There are 12 control keys required 
and it takes a lot of time to get used 
to them, but the graphics make it all 
worthyhile. One criticism aimed at 
the game is that there's more, 
technical virtuosity in tha program 
than game play and it can become 
repetitivo after a while. Neverihetess, 
anamazing game. No joystick 
option really possibla. Very highly 
recommended, overall CRASH 


JD COMBAT ZONE 

Producer: Artic, 48K £5.95 
According to Artic, this is their best- 
selling programme to date, and no | 
wondor. The first real 3D effect in the 
Spectrum. Travel across lhe flat 

plain and battle with enemy tanks, 
Flying sêucers and super tanks — a 
killLorbe killed battle of wits among 
the pyramids in real time. Thegame 
gives a tremendous sense ol moving 


" Abqutinaspace andcanhe quite 


hpyrotic, Battle radar to spo! the 
enemy and calculate distance. 
Joystick Kempston. À first rate 
game and highly recommended. 


30 DEATHCHASE 

Producer: Micrormega, TOK 08.95 (1) 
Author; Mervyn Escourt 

Seleciad as Ga me Of The Month in 
issue 1, this is justa fabulous game, 
The ideais simple: at the base qt tha 
screen ia the front of your motorbike 
With Iwo ataved hands grippi ng the 





— es , e * 


| handiebars. Ahead is a flaí 
landscape with a few lrees and wo 
other bikers circling around. As 
s00n as you açcelerate to give chase 
they ride hell for leather. When 
you're in range you can start firing. 
When they're both blown away the 
scone changes to night time and 
| repeats, then back to day 2 and so 
on. Occasionally à helicopter and a. 
tankoróss tha horizon and gain 
mone points for you ifhit. Bu what 
makes this game one ofthe most 
compelling to play are the-lrees you 
must weave through in pursuit of the 
enemy bikers. With each screen they 
get more numerous, and the effect of 
whipping through them ta truly 
atarming! Return ot The Jedi has 
nothing on this! Excellent graphics 
(marvellous explostons), superb 
sound, sensible control keys; 
joystick: Kemptson, Excellent. 
Overall CRASH rating 92% M/C. 


30 DESERT PATROL 

Producer: Computer Rentals, 16K 
E5.95 

This simply lana very good 
prgramme. The 3D is primitivo and 
the graphics uninteresting. You 
must take your tankin betwsen 
mingfiatds to the eventual safety of a 
road, whilst avoilding fire o! anemy 
tanks. Fora start off you cannot. 

| move and fire at the same time if an 
enemy tank gets into position and 
fires everything stops and you're 
dead — no evading; to avoid the 
enemy you merely turn until they 

| disappear from tha screen; if you 
treop round the edge of minefieids 
then they won'tire on you anyway. 
Soallitaddsup to isa duiland 
boring game, Cursor keys and O to 
fire — allows use of AGF or Protek 
joysticks. 


40 TANK | 

Producer: DK Tronics, 164 E4.95 

30 here reters to the distant bridge 
wherarows of lanks pass balore 
your gunsightand the realístic 
trajectory o! your shells whith must 
be aimed right to stradte the 
thigkness of the bridge. The 
graphics are very good andso la the 
sound. Skilland timing are essential 
to good scores — and staving alive, 
because the tanks fire back. 
Nowhero near as basy as li lonks, 
andal the price, excellent value. 
Joystick: Rempston with Softiink dl. 


30 TUNNEL | 
| Produger; New Gensration, 16/48K 
E5.85 






































































You're rushing headiong down & 
tunnel and diflerent objects ilash 
past you, which you mustshodl. 
There's bats, Spiders, rats and tinally 
a detighttul Underground train, 
complate with twinkling headlighis 
and passengera inside. Tha latter 
must be dodged rather than shot. 
Running into the sides 01 the tunnel 
cause loss of a life [tive in all), and 
vou canundertake this subtarrandan 
madness at three speeds. In TER it 
toada intimo parts and thereleno 
Úndergfouna train. Mixed opinions, 
some liked it, some didn't. 


30 VORTER 

Producer; JK Grove, 16H [5.95 

This is very 8imitar to 3D Tunnel, 
excapt that the tunmel (or vortex) is 
detinad in multitudes of coloured 
dota rather than solid blocks, which 
gives more of'a tunnel-like feel. The 
turinel also twists and squirms like a 
“mad thing 50 if's quite a trick to stay 

| safety in lhe centre of it. On the other 
hand, the 3D animation of the 

| objects isn't quite so good and there 
aee no skill levels which means ll 
quickly loses interest. There is à 
long but very amusing intro in the 2- 
part load, User-defined control keys, 
so iiworks with almostany joystick. 
Good value but limited plavability. 


TRAIN GAME 
| Produçar:Microsphera, 164 £5.95 


| 43) 
| Thia iz another game simple in 


concept and marvellous-to play. In 
fact is dangerousiy addictive and 
should probably be put on the 
government proscribed drugs list! À 
complex railway layout with 24 sais 
of letiered points, allows you to driva 
up to three trains around, road 
passengers from three-stations, Qn 
the higher skill levels runaway goods 
trains also enter the system and 
must be redirected to get rid of tham. 
Passangers arrive on the platforms 

in the colour of the train they want to 
catch, and get angry |fkept waiting 
too long, turning white with ragel 
Great sound, nice graphics, 
maddenhy frustrating to play and 
simply wondertul! Get one today! 
Seven skill levels with various sub- 
levels: rating, very good. Overall 
CRASH rating 76% MC. 


WILD WEST HERO 


Producer: Timescape, dBK £5.90/7) 
Author: Silicon Kid (1?) 

Step out into the cacti-strewn desert 
and fight it out wilh rampagin 

gangs of banditos in this go 
“Berserk' type game. Instead of maze 
walls there are the cacti and 
treacherous trees, which kill on 
contact. You're-armed with a 


“SPORTS SIMULATION 
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seem contrary to the vigorous nature 
of sport. but a number of programmers 
have lurned their hands tó simulati 
various sports with mixed success. 
least playina them on your Spectrum 
is gomewhat more active than 
watching the real thing on telhy. 
BOWLS 

Producer: Lotus-Soft, 48K E4.50 [1] 
dulhor: Derek Jones 

H you're fed up with zapping aliens 
or roaring round the race track, why 
not retire to the peace and quiet of 
an English bowling green? This 


* game oflers lhe services of lhe 


computer as à mediator rather than 
playor between two opponents. The 
computer throws the jack and'then 
gach player has 4 alternative turns to 
wi, the objsct boing to ge! your 
bowl as close tothe'jaçk' as 
possible, Cursor keys 5 and Bare 
used to determine direction of 
throw, and the strength ia 
determined by choósing the meighl 
ot ball, a heavier ball going lurther. 


| There is a feature whton | 
| diagramatically shows how close tha 


bowts are to the jack aler each 
throw. The game is neatly executéd 





ã E tits Ed 
Athietics on the computer sereen may 





continuous repeat firing Coll 45— 
and just as well, the bandits are 
numerous, One of the best Berserk 
names yet with large gráphios, 
smooth movement, sensibls control 
koys, joystick: Kempston, Good 
sound, Increasingly dilicult strsens. 
Overall CRASH rating 84% M/C. 
Hecommended. 


ZIPZAR 
Produger: Imagine, 48K £5.50 


" duthor lan Wealherburn 


In Zip Zap you are a severely 
damaged robot with a motor thai 
won'tturn off and only Imited 
braking power, 30 you tend to travel 
incirctes. À telaport delivers you 
inice graphic) into a swirling mass of 
miserable aliens from whose deadly 
touch you are partiy protected by a 
failing shield. The idea (5 to buzz 
chaotically around in confusing 
circles to collect four power units. 
When you touch one il automatically 
attaches iigelf to the teleportal, 
When all four are in position you can 
laço to the teleportal in time. By 
magine's standards, not their best 
game, but still better than most 
names argund. Joystick: Rempston, 
GF, Protek, Fuller. 


é ho ] | celaarly visible balls that follow a path 






but suffers the common fault of 
sports simutations — the lack of 
ultimate reality undermines the skills 
reguired to play | However, [Lis 
good value for money and will 
doubtless appeal to many. Overal 
CRASH rating 57%, good ityou like 
the idea. BASIC, 


CHAMPIONSHIP DARTS 
Producer; Shadow, 16K 


| Author D Lockolt 


You might think a game of throwing 
ski would be difficult to transiate 
into à computer game, but Shadow 
Software have managed very nicely 
tn this cute and gentla game. Alter a 


 finetille card alarge, traditional 


darts' board appears. By prassing 
any key you freeze a tast moving 
sweep line, which determines the 
segment your darthas hit, At the 
base isa cross section through lhe 
board showing tha rings — double, 
singte, treble, single, outer bull, bull. 
Its elagant, simple and very 
aftectiva. À sensible 
demor/instructlon mode shows you 
How to do it. You can select the. 
number Of points required for a 
game, enter the two players' names, 
and the program guides you through 
three shots in each tur. You must 


“| GOLE 


| automatically selected. While funio 


| based on anaeccurate reproduction 
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finish with a double or bull of course. sb 
Perhaps not exactly exciting, but a 
fine game and worth lhe money. 


FODTBALL MANAGER 

Producor: Addictive Games, 4BK 
£5.05 

Author Kevin Toms 
Universally agreed as one of lhe best | 
ot Spectrum games of any type. This 
is as much strategy as simulation a3 
you choose a team from B4 on after, 
and try to work your: up from 
Division four to win the FA Cup. The 
background to the game is quite 
realígtic, with players losing strength | 
value and gaining it by restinga 
match, morale worsening with lost 
matches, declining crowds and 
resulting loss of gate money, and all 
the technical and strategic problems 
of a club manager. Having selected 
your team, studied lhe opponent's 
dossier, you can sit back and watch 
the tully animated, edited highlights 
ot the match! An amazingiy 

engrossing game with seven levels 

of play and highly recommended. 





GOLF | p., 
Producer: Abrasco, 16K £6,95 | LO] 
For 18K users this is a very good 
program with quickly assemblod 
graphics that clearly show positions 
oftes, green, falrwmays, Dunkera, tres 
hazards and rough. There's no T 
animated golfer as In the Virgin 
game, but is made vp for with 


ot your shot You can input 
commands to use a 1 or3 wood à! 
given strengths, or 1-8 iróns which 
ask wehlher you manta softor hard 
strike. If you pick between 7 and 9 

| iron, you are realistically asked 
whether il should baa chipshotora 
pitch. When both players are on the 
green the screen serolis to a close 
up which uses a 20 foot scale for 
judging the distance 0! the puti. The 
only drawback might be a tendency 
to-crash if an incorrect variable is 
entered, An attractive and 
responsively fastgame. Ons/two 
playars and choose how many holes 
to play. 





| Producer: Virgin Games. 48H £5.95 
Author: David Thómson 

In this version of the noble gama, 
one tofour players may lake part 
and play between one and eighicen 

| holes, choosing handicaps up to 28. 
The higher (worse) your handicap 
tha more erratically random your 
shots become. There's an option on 
five clubs with a choice of strength 
batween O and 10. When your | 
selection has been made and you 
have estimated the compass potm! 
direction in which to swing, am 
animated golfer appears and hits the 
ball, Once on the green a putteris 











Play there are saveral drawbacks. 

e graphics are very stow, each 
hote being built up characier line by 
character lina. The random quality 
of the handicap system undermines 
its value — everyone should Choose 
azero handicap! And the compass 
points are neediessiy difficult as 
North keeps shifting directlon with 
every hole; Worst ofall Virgin have 
been selling the game with a glaring 
bug — when asked if you would like 
another game, there's an Incormécl 
command in lhe BASIC which stops 
the program dead. It's easily 
corracted but annoying. 


OLF 


Producer: Artic, 49h £5.95 
Sub-titlad 51 Andrews, this game is 
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orthe world famous golf course, 
Each holeis drawn out showing the 


| well known details and a brief 


description and history is given. One 
br two players may take part, playing 
a proper game or single holes of 


| Wheir choice, You ara asked whether 
| you wish lo use a wood oriron, 


strength of shot, êxpressed as a 
bercentage, whether you want the 
ghotto go straight, fade or hook, and 


| whatangie. Arriving on the greenihe 


sereen cuts toa close up for the 
putting. The graphics are black on 
green end very simply drawn. The 
program igin BASIC so after typing 
infigures vou ENTER. t but words are 
Accepted a utomaticalhy. The 
temptation to enterW for wood will 
resultin a break into program — the 
main dráwback ol an otherwise 
[reresino game. 


POOL 

Producer: Abrasco, 48K 5.95 
Author K Eaves 

A suddan flurry ol Interest in Pool 
makes for some interesting 
comparisons, One of the newer ones 


| 5 this-verstôn from Abrasco for two 


to eight players. with the option o! 


| playinga lasgue. As usual, tha cue 


ted, but much big 


“Ballis controlled by a- small cursor 
dot — in thiscase thecue ball travels 
towards the cursor, whichis 
controlled by use of tha cursor keys 
(slow and fina tuning) or the zero 
key tor fast positioning. À very clear. 
strength bar indicator isused to 
determine lhe distance the-gue ball 
will travel, and is positionad with 
keys Sor 8 (minímax). Considering 
the limitations of the Spectrum and 
Ty screens generally, tha graphics 
are quite good and the movement of 
the balls |5 convincingiy accurate 
though terribly busy. Game rules ara 
a close copy ol the real game, the 
balis are marked as s or stripes 
and you lose a tum for a toul sho. 
Goud. 


POOL 
“Producer: Bug-Byta, 16K E5.95 


“This verson is unusual in that the 


Eue ball Cursor may be placed 
anywhere on the table, which allows 
for greater control over theshat, On 
the other hand this isnota very 
close copy of the real game. In 
addition to the cue ball, there are six 
olhar numbarad balls (you score the 
value of the potted ball) and eacho! 
the two players takes it turn, playing 
Irbugh until all the balis have been 
potted or he has missed three 
tonseculive polis, Or poted the cue 
ball. In this sense the game isa bit 
limited. The-graphlcs are clear 
although more use of colour Could 
have been mada — al| the balls are 
er ihanin the 
Abrásco version, Practice probably 
makes perect, loritisn't as easy to 
play as itlooks, 


POOL 

Producer: COS, 16X £5.95 

Author Mike Lamb | 

COS have dona very well with this 
version. Misnta classic stripe or 
sSpotgame, There are Six balls, three 
ted, lhree blue, The cursor moves. 
round the edge of the table with key 
8, picking up spesd as itgões. A 4- 
btock bar indicator is used for 
strongthol shot, a sensible 
Brrangement where each key stroke 
adds à block. The graphics are very 
good, wHh neat movement and 
perhaps the best stopping effect o! 
any óliha poolfsnooker games 
available, One or two player games, 
scoring and hi-score. Good value. 
Machine code. 


SNODKER 
Producer: Artic, 16K E5.95 


With the minimum space devoted to 


“score lines or embellishments, Artic 
have produced about the biggest 
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definition lhat Il attem 


 Instrumer | 
| game as well as usual visual guides. 


“ADMIRAL GRAF SPEE 





playing table tor their game, which is 
a Classic six Colôur, nine red ball. 
Instead of à moving cursor, tha cue 
bail radiates a direction indicator 


| Hne contróliad by the cursor keys, 


and the strength of shot is given by 
using keys A to Z, The table is 
correctly marked with D and spots. 
Balis pocketed appear in a green 
band at the base of screen and the 
score is automatically kept and 
displayed at the base of the table. 
The ball colours work quite well and 
the movement is reasonably smooth, 
alihoughthe balls do stop very 
Suddenly, Machina codo. 


STAR SOCCER 

Producer: Watson, 16K £5:95 

This isa quite different football 
game trom Football Manager by 
Addictive, and is really a computer 
version ot those old football games 
where you controlled your men with 
rods and handles. [ts designed for 
two abel dci butsince you need 
much 

avers are essential! After loading 
you are presented with a Super 
League of eight well known teams 
and a lesque scosing table: Having 
decided which team eachisto piay, 
tha two opponents may select a 
playing formation; 3-2-5: 4-2.4: 4-3- 
Sor 4-d-2. The playing field now 
appears with all the numbered 
players of oach side set up ready for 


| enimated fi 


tha keyboard, quick change - 


the kickoft, Tha players arenot 
res, but numbererd 
squares, uniike the well-known Atari 
version, Passing the ballis done by 
selectinag lhe players number tó 
whom you want to pass andthe 
game rattles along with both sides 
attampting to tackle, intercept and 

scora gõals. Goal Kitks and corners 
are featured but notside throws, 
This is highly addictive to play — 
could evenhbe the end of football as 
we know dt. 


TEST MATCH 

Procducar: CAL, 48H £8.55 

This game should bowi over all 
Gricket fans (non-fans well find it all 
doublte-duteh) Fastaction with no 
waii times makes iLa speeded up 
version ol the real thing. 
Participation is very limited, 


| however, you're allowed to selact the 


bowlers in your team and order the 
baismen, but from then on the game 
runs itself automatically. Onhy in the. 
aventota good midlield shot do you 
have to sit up and decide whelher 
the bastmen should risk a run ór not. 


| Infactihe odds seem pretty good 


since the figlders are noi very 
accurate long shots at wickel 
Features howzzais of bowled, 
caught rum out, tbw, and follows real 
ericket very closely vrith the 
axception of Australian beer cars on 
the pitch. 





SIMULATIONS 





Simulation 
Gama |s one which ars to the 


Under our headings a 


to simulate 
nical nature, 
me is to use 
control the 


real situations ol a mec 
and that part of the 
displays 


Producer! Tamptafion, 48K £5.85/1) 
Author: Simon Mansheld 
Set inthe South Atlantic during the 
Second World War, this game 
recreates the actions of the German 
pocket battleship Graf Spee. The 
aim isto sink alhed merchan 
shipping é and survive attacks by 
allied batilaships, 2 screens provide 
you às Caplain, wilh a sea map of 
the Atlantic and indicate your 
position and that of enemy shipping. 
Toucan direct your ship towards the 
enemy, and when clóse enough, 
Change fo a sea level view ready to 
Bngage with either guns or 
torpedoes, Instruments show you 
your speed, headina, enemy 
position and distance in yvards. On 
sighting the enemy, hs ship appears 
gradually above the horizon. H 
armed, begins ring back, A 
serious drawback is that to keep the 
enemy in your gun Sights you 
actually have to come to a stop — 
not very realistic. The option menu 
lór contróliing your shipis also 
extremely finicky. Average block 
characier graphics, good sound and 
use ofcolóur. 7 skill levels. Okay tor 
its type. Overal| CRASH rating 54%. 
BASIC. 


AIRLINER 

Producer: Protek, 16H £5.95 

Taka command ol a modern BAC 1- 
Wijetairliner and land ot sately al 
Edinburgh airport You can also take 
ol and land al a second airport, The 
Controls are necessarily simplifica 
irom the real things, but they are 
câmplicaled encugh and some 
knowtedas of how Dig jets actually 
fly heipa. There is no view lhrough 
the cockpit window unless vou are 
ara correct flightapproach palh, 
when the runway lights will appear. 
Extensivo instructions look 
daunting, butara worth digesting so 
that you don't have to panic althe 
last minute: Operates In real time, 
but things happen quickly when tha 





airportis approached! Sensible, 
clear graphics, reasonable control 
responses, allin all an absorbing 
game. 


FLIGHT SIMULATION 
Psion, 48K £7.95 
Anearly Spectrum program, and 
always popular, this simulates the 
attects Of flying a single-seater light 
aircraft, including landing and 

taking off. There are-2 airticlds (one 
very onficultand surrounded by 
hillã), lakes, beacons and a very 
go0d map of the whole area, Ittakes 
many minutes to ly over the whole 
map. Instrument flying is essential to 
succass and, as usual, thóre is a lot 
of accompanving instructton to 
digest. The cockpit visw Is simple 
but oddly reatistic. If vou enjoy 
comtemplative games, then this is 
still one olihe best, although waich 
out for some oddities it you sd 
looping the Izóp — the pro 

doesn't sem Lo copé with tl as 


THE FOREST 

Producer: Phipps Ássocíatos, 49H 
E9,95/7) 

Author; Graham T. Aeloh 

An amazing program which 
simulates the sportotorientegring 
—= ve manages tobe muth more 
than a sportsimulation. An 
anormous arsa oi geography is 
enclosed in the program, only a tiny 
bitof il already mapped tor you, 
Ingluded is a 12 polni orienteering 


Producor: 


| course tor vou to complete in the 
| shortest possible time, checking 


Bach point in the correct sequençe. 
The display shows vou the terrain 
six metres in frontand uses symbols 
for the different terrain, trees. 


| Shrubs; lakes, towns etc. Special 
| point fealures are displayed AS 


messages and an eye level indicator 

tellis-you whether the-ground is 
falling Or rising, 50 youctan easily 
follow the contours. In addition you 
cen go of and char fhê unmapped 
areas, The program will draw 
Contour and terrain maps for your 
mare up SD views. À massive 
program, excellent value, 
recommended. Overall CHASH 
rating 88%. M/C and BASIC. 


HEATHROW - ATC 

Producer: Howson Consultants, T6R 
Er.56 

Author Mike Mals 

H you geta lite queasy flying, you 
could always have a go onthe 





ground asan air traffic controller — 
in this case at the busy Heathrow 


airport, You must directincoming 


Highis from the holding stacks safely 
onto the runmay. Your instruments 
include radar, showing lhe aircraft 
calistgns, blips and tralls; qtas ; 
giving lhealitude and pa | 
heading and speed andsize ofthe' 
alrcralt. There are 7 levels Of play 
including a demo mede and you cán 
progress to handling mixed traffic; 
resinictad airspacé and outbound - 
Hights, as wellas cope with 7 
emergencies like unknown airgrafi 
intruding. radio failure, logs Of 
runway and on board instrument 
failure, After this you never fly. 
again! Recommended. 


HUNTER-KILLER 

Producer: Prolek, 48M £7.05 (1) 
duthar Rod Hopkins 

Thisis a submarine simulation game 
set ofíthe coast of German 
Helagoland (Norih Sea) during the 
Second World War. You aré 
commander of an 'S' typa submárina 
and your mission is tó find an enemy 
Sub in the sáme area and huntit 
down. Sailing too close to fhe coast 
may resultin your hitting a mine or 
running aground. 3 screens show 
you the contro! room, the chart room 
and the periscope view of the 
surtace. The instrumentation is quite 
complex, including ballast indicator, 
hydroplanes, battery charge, engine 
speed, rudder angie, heading. asdie, 
echo sounder and much more. In the 
periscope you may see enemy 
shipping and enemy aircraftwniçh 
will hunt you if you stay on lhe 
surface too long. Under water you 
use electric engines and recharge 
lhe batteriés on lhe surface, when 
vou use à diesel engine. The 
accompanving booklat |5 very 


| detailed and essential reading. Góod 


graphics and realisticsound, eai 
time gperation. Overall CRASH 
rating 61%. BASIC and M/C. 


NIGHTFLITE 2 

Produtor; Howson Consultants, T6M 
Er.05 

Author Mike Male 

Drastically upgraded from their 
oniginal Nightilite, this flying 
simulation allows you to ota light 
ercratt af might, taking offand 
tanding or do acrobatics. New 
leaturos are à shiting perspectiva 
which allows you tosee the correct 
view of the runmay loghts from . 
whatever angle you approach the 
airpori, many more lights from 
surrpunding hamiets, and a realistio 
changing engine noise depending 
on spoed. Instrumentatiomis 
complex and includes variabie ap 
controls. 7? modes of operation 
including two auto-pilol modes and 
a training mode, and & difficulty 
levels. Afigr-[ight debrief feature 
and certihcate print-but. 100% M/C. 


STRIKE ATTACK 

Producer: Micromart 4BK £5,95 
The scênario promises an excellent 
game — your miasion asa Phantom 
pilot isto penetrato enemy territory 
and bomb a specified target. 
dtacked against you are AA artiliery, 
SAM missites and enemy Hghtars, 
Entry por is at TO miles. 10,000 feet, 
50% rpm, 400 knota and 90 degree 
heading. Chances df attack depend.. 
on the flightpath — below 2,000 feet 
there's only a 10% chance of attack, 
whiGh is still very frequent. The 
technique tor avoiding tótal oblivion 
isto break [hard tum) at 4 or 6 qees 
and change altitude rapidiy to avoid 
missitos, If you stick tosthe rulas in 
the 12 page manual you will be able 
io escape every attack. The display 
shows a radar picture with you in 
lhe centre, target to be bombed, and 
anermy positions. Thera arBaiso 
detaiis like speed, heading, rate of 
climb, target distance and extra 
messages tor enemy attack, The 
poor variation of attack and slow 
display speed (BASIC) and the not 


“too exciting graphics area bitofta let 
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down considering the potential, but 
if you are an enthusiast of RAF slang 
you may appreciate the extra 

| messages es lhe program is written 
bya Fi LLJTEF Dyer. 






STRATEGIES 


mr? says the dictionary. “Is 





Generalship, the art of war: 
manage ofanarmy orarmies in a 
| campaign - art of moving or disposing 


traops or ships so as to impose upon 
the enemy the place and time and 
conditions for tighilng preferred by 
onesell' The best strategy game 
aitempt to simulate real con sina 
wide spectrum [ahem!) of activítios, 
and ask lo manage your forces, 
whether be armies old and new, 
or am awkward work force Most 


computer versions arg que 2h ames, 
so Vs important io be à hgrsia 
them for another convenient time. 


AIRLINE 

Producer: CCS, 16/48K, £5/6.00 
Start of with £3 milhion and turnin 

| into 239 million and take over British 
Airways. Hijacka, strikes, crashas 
and rising fuel costs all take their 
tod. Hiyou enjoy strategy games 
ravolvina around empire buildina, 
than COS are the people tor you. 

| Clear text and illustration graphics. 
| Good valua for money, 


APOCALYPSE | 

Producer: Red Shift, 48K £9.95 
Apocalypse isa game of! nuclear 
devastation. It's a long two-sidad 
load and a game for 1-4 players. It 
can lake between tour hours and 
four years to play and if you outgrow 
the scenario, Rad Shift have others 
toada on. À large selection of maps 
allows the action to take place 


anywhere and at almost any period. 
Tou setup the empires, their 
centres, their armies and weaponry. 
This is a very flexibta game of real 
war stratagy whigh should keep the 
addict going for along, long time, 
Very goçd value, 


AUTOCHEF 

Producer: COS, 16/18K E5/86.00 
You have a million in capitaland 
must inçgrease this to 25 million in 
the shortest possible time. The 
probléms you must cope with 
include wary shareholders who are 
watching your avery nove, 
assessing your pertórmance and 
who may even force you to resign if 
you re not doing weil. Inffation, a 
slugolsh economy and coplous 
Strikes are other problems you will 
face in this lively strategy from CCS. 


| lts all very well eating fast food, but 


how fast 15 the money? 


BAR ON : 
Producer: Temptation, 48K £5.95 
Author: Simon Mansiielo 

Tha game is for 2 to 4 players and 
takes you back to medieval times 
(apart from one noted 
anachronism). Atthe start o! the 
game each player isawarded a 
casila, tands, workers and money in 
lhe form of'dubloons'. The-object is 
to plant your acreage, feed your 
workers, hire mercenaries (and feed 
them), buy them weapons and raid 
your neighbouring barons to take 
money, staves and land. Slaves are 
useful bacause they do asmuch 
work as your workers but only eat 
half as much food. The weapons 
your mercenárias carry depend on 
what you spend and can include 
lasers (?) There are natural disasters 
to contend with like plague and rats, 
and if you fesd your workers 
generous!y lhey'l give birth to 
babies. Games of between 5 amd 55 
movés may be pre-selected, the 


winner being the most powertul 
barón at the end of the slected 
number of'moves. Thera areno 
graphicsto speak ol and the 
rasponse times are quite long. 
Overall CRASH rating 48% H you're 
Ina group. BASIC, 


BRITISH LOWLAND 
Producar; COS 48K 6.00 


«Author-k A Wells 


H you've ever thought about putting 
the British car industry back on its 


| feet here's your chance! You are the 
| Chairman of a smallsponis car 


company, and by careful 


| managemenl vou mustaccumulate a 


bank balance 0f E1,500,000. At the 
star! you are presented with a bar 
chart shówing the last 6 months 
production, histogram showing days 
lost over last & months, a status 
repor, anda bank account and 
prolit/loss account for each month, 
From them ona monthly option 
menu allóws you to: open a new 
production line, close one, raise the 
pricas of cars, lower them, or 
continue on with the other problems 
in hand. These include annual pay 
negotiations, industrial injury, & 
wide range of union demands like 
longer tea breaks and shorter 
working hours, and discipline 
problems like pilfering. Tha gama 
ofters a wide range of stratagio 
options and takes into account the 
morale Of your worktorceil you ara 
toa autócratic, Good, clear text 
graphics back up the well thought 
Cut program. 


CORN CROPPER 

Producer: CCS, 48K £6.00 

o cornbalis, time-to get your 

hands dirty down on your 30 acre 
farm! There's the buying of seed 
crop todo, ploughing, planting, 
irrigating, harvesting, storing, hiring 


| Ritimba, an | 
| republic, Your reign will be brigf and 








of hands, spraying the bugs and 
keeping an eye on lhe bank balance. 
Weather plays an important part, 


| andas usual with these games life 


just isnta doddle. Good, clear and 
colourtulgraphios. 


DALLAS 


| Producer: COS, 48K 15.00 


The name of tha clty has become 
Fynonymous with oil and JR. The 
object is to take over tha Ewing 
Empire or be taken over by them if 
you lose, À map ot the Dallas area is 


| dividad'into a grid and you are 
offgre 


2d the option of buying up likely 
sites for drilling. You can do surveys 
belore or after buying, move riga to 
the site, drill, set up production and 
build pipelines. The more 
sutcesstul you are the more likely 
vou ará to be hit by sabotage and 
other disasters. Oil prices fluctuate 
ali the whila, alecting your 
rEventes. À good strategy game on 
the whole, allhough the random 
etêments do seem to intrude too 
aflectively, 


DICTATOR 

Producer: DK Tronica, 48K £4.95 
One of lhe best carty games from 
DK. You've just become President of 
equatorial banana 


unenviabta. How long Can you 
Survive your greedy and hated secret 
police, bullying army. iritating 
querilias, bothersome commias, 
snot-nose landiowners and revolting 
peasanis? Money may be borrowed 
trom tha Russians or Americans (il 


they feel like it). As the game 


| Drogresses the options run short. 


Can you make itto a wealthy exile or 


| willyou die atyour post? 


Recommended. 





Es Waite your own machine code adventures 





Without any knowledge of machine code whatsoever 
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GRPQUITE é « major nero seas da ce code lt alii” peu 
O SD Ê  qemamar ramais 
adv | superior quality to many ava at the moment wa [ê OW avral e ti W H Smith, and from Many N 
| any knowledge of machine code whatsoever, computer shops nationwide, or direct from us by | 
ES Using a menu selection system you may create well over 200 locations, post or telephone. 
[rt À re foi Hot tao SAE fo a ea af ne eng 
you may alter and experiment with any section with the greatest of case . Dealer enquires welcome. E 
À part formed adventure may be saved to tape for later completion. ass - | ; 
When you have done so THE QUIL will allow you to produceacoprot  (GILSOFT (Credit Card Order line 
pour adventure which will run independenthy of the main QUILL editor, nd Road 0222 4136] Ext430 
E QUIL ap ado denied CGE [O hmm 
LLL 15 provided with a detailed tutori which o CF6 SLE WE 
QUILL is provided dcscias TEC qr(0446) 732165 


aspect ol its use in writing adventures. 
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EVEREST ASCENT | 
io rd Richard Shephera, 48K 


Tou have 20 days to reach the 
summit of Everest, starting off with 
limited funds (money comes In trom 
spongors if you seem to ba doin 
well, But itism'tcreditad to you | 
youve forgotten to buy a radio). You 
must hire Sherpas with homely 


names and varying strengths and the. 


hatyt Of deserting vou you're not 
led properly. Their equipmentand 
supplies are expensive and they eal 
ka horses. Neat graphics and the 
familiar prompt menu for buying and 
moving about, ltiskes some getting 
into and early expeditions usually 
Fast a short time until you realise 
whal's needed most. À good 
average. 
GANGSTERSI 
Producer: ECS, 48M 05.00/1) 
Author; P Boulton 
The object of this amusing game is 
| to-becomea top dog of Spectral City. í 
You're gang leader up against 4 
other rival dra trying to own the 
city through operating speakeasies, 
distilieries, casinos and brothels, 
Thus can be done by buying up 
various joints, raiding those of your 
rivais, bribing theappropriate 
authorities, assassinaling your rival 
gang laaders and generally carrying 
on like an utter roller, The success 
of your gang will rely heavily on their 
numbers, equipmentand morale, al 
otwhich mustbecaretuly 
regutated. The game follows the 


traditional strategy formula of option | 


menus and results. The Moral 
Majority are unlikely to approve! 
Good value. Overall CRASH rating 
50% Oflers 9 skill levels, BASIC. 


GREAT BRITAIN LTD 

Producar: Simon Hessel, 48h 85.95 
You are Prime Minister of Greal 
Britain and your aim is tostay in 
pomar as long as you can. Having 
chosen which party you wish to 
represent vou are presented with the 
state of the nation, the rate of 
inflation, unemployment rate. 
exchange rate [ár the pound and 
dollar, your popularity rating, 
nation's balance al lhe bank and so 
on, Factors laken into account are 
population figures and relationship 
010 AFPs to children, number of 
compnies In business, tax income 
from various Sourões, expenditure 
tor the previous year and the prices 
vl commoditias. The general aim is 
to work towards the General 
Election and win it, A highly 
complex program which takes you 
to the thrilis of Election Night — and 
beyond (1! you're a success). 
Recommended. 


GENERAL ELECTION 

Producer: Bup-Byta, 48K 25.95 
Author: ! Wasón and D Wolff 

The objectis to win more seats in 
partiament than your Opposition (it's 
a realistic stmulation anyway). There 
are 100 constituencies split up into 
live-regions, In each region seais are 
graded as Very Safe, Safe, Marginal 
or Very Marginal, From the title card 
of Maggie shóouting lhe game's title, 

| isaligo: Untóriunately so much of 

| the game |s5 à dice-throwina board 
game and if's beset by piles ol 
contustng instructions as complex 
as an êxplanation ol Einstein's 

| retativity laws. In the end, rather 
boring to play. 


INHERITANCE 

| Producer: Simon Hessel, dBK 15.95 
This isa two partgame. Great Uncle 
Arbulhnot |s dead and you inheril 
his entire estate, bul first yoy must 
prove your finangialacumen by 
turning E10,000 into £ 100.000 in 28 
weeks by invasting on thestock 
market and ihe Metal Exchange, You 


A4 





caralsógamble at lhe casino or at 
the raças, Only on completing part 
one can you load part two; here you 
have got the manor house plus its 
aling softdrinks factory. The aimis 
tofind the secret formula for 
Paradise Cola and successfully 
market the drink whilst coping with 
fires, strikês and trauds, The game is 
ali text but it moves al a lively pace 
and is plavábia from the star. 


JERICHO 2 

Producer: Elephant, 4BK £5.55 

A text sirategy game in which you, 
as Joshua, have a go at bringing 
down the walls of Jericho. You are 
provided with certain slage 
implements like ballistãe, baltering 
rama. ltowers and carts, plus 300 
men. Tha art is to asstgn mento 
paritçular tasks white juggling with 
the necessitios of building jurther 
Stage engines, gathering the 
material for them, keeping lood 
supplias up and attackino the weak 
points ofthe walled city. Unted men 
desert — it's a tough life. 


JIBSAW 

Producer: Artic, 48K, £5.95 

As the title says, this is a computer 
Jigsaw puzzle, The program contains 
é pictures, an old steam train and St 
George and the Dragon. Both 
graphics are very nicely dona and 
can be seen fora Hash during the 
Ioading, or on pressing the Help key. 
During play the pictures are divided 


| Upinto squares and muddled up. 


Youuse the cursor keys to shufile 
thamunto the correct sequences. 
Depending on the selected skill level 
there are more or less squares lo 
shuftia, Our reviawers found the. 
game amusing and difticultat first, 
but unable to hold the attention tor 
long, Qveral CRASH rating 47%. À 
game with a difference and likely to 
appeal tô puzzlers, 


JOHNNY REB 

Producer: MO Lothiorien, 48K £5.50 
Lothlórien specialise in batile 
Strategy war games which require 


| hours lo play properly, involving 


military units 0fvarying-strengths 
and related wmeaponry, Each player 
in turn is allowed to move some or all 
of his units their pre-ordained 
number Of squares, and then use 
them to attack, The game Is set in 
the American CivilNar and the idoa 


+8 tocapture the enemy unitsfiaa, 


The'graphics tend to be small to fitin 
everything and it takes some time lo 
get the hang ol how to play. but once 
that's done there's hours ot funil 
you like war strategy games. lt has 
proved very popular. 


LOJIX 

Producer: Virgin Games, 48K [5.05 
Author; Stephen Webb 

This is a puzzle game where the 
object is tó fit 22 irregulariy shaped 
pieces Into a square shaped grid. On 
the left ia the blank grid, and to the 
right the 22 vari-coloured shapes, 
each identified by a letter of o! the 
alphabet, To fita plece you select 
theonge you want by pressing tha 
appropriate key, whereupon a black 
cursor dol appears in the grid which 
can be moved by using the cursors 
ló the centre à! whera you want the 
shape fitted (this is the-grid square 
which corresponds to the square in 
the shape where its identifying letter 
is situated). The shape may be 
rotated belore fitting using key Dt 
may also be rêmoved from the grid 
by using-key R, Looks simple but is 
lkelyto take a player a tong time to 


sortout and if you like these puzzles; | 


offers good value. Overall CRASH 
rating 53%. MC. 


LOST 

Producer: Virgin Games, 48K £5.05 
Author; John Hunt 

Lostisa graphics survival adventure: 
fouare lostina forest clearing. 
surrounded by mountains with only 








à days supplyof god. There are 
animals and snakes which pop up 
now and againand may be killed il 
You Ta quick enough ot the mark — 
or they may get vou. A complex list 
of graphic symbols at lhe start telis 
you whai vou dre saeing, fruit trees, 
Caves, waler, setilêments eto You 
can move 4characters ata time, but 
this alliowance decregses over podr 
terrain, Weather piays an important 
rote and between each move the 
weather forecast is displayed: This is 
bulk up so stowly it renders the 
game almost unplayable after a few 
minutas. Colóur, graphics and 


| Sound are all quite well though out, 


but in the end itbecomes more 
baltiing than enjoyable Keyboard 


| fesponse is poor, no joystick Dptran 


general rating: average. CRASH 
overall 57%. BASIC. 


PARAS 

Producer: MC Lothiorien, 48K £5.50 
you enjoyed Redweed' or'dornny 
Reb' then you will find Parasa 
suitable foliow up. The object is to 
bring the war to a swift close by 
destroving tha enemy's line of 
communication — a Bridge. To do 
this your 15 men are dropped behind 
enemy lines, They may be equipped 
winth5 different weapons and an 
untimitad mumber-of grenades, Ás in 
tha previous war games each man 
may ba moved according to a strict 
table of squares allowed, and ihen 
allowed to firé before (ha enemy Det 
their turn, Unlike the 2 previous 
tiles, Paras has far more 
complexities bullt in and will provida 
endiaas tun for war game addicta. 
Bright graphics, but many symbois 
to digest. Gopd instructions 
enclosed on a léatlet, 


PLUNDER 

Producar COS, 48K £6.00 

author D G Evans 

Plunder isa pretty massive strategy 
game where you find yourself in 
command ófa British Galigon with 
the object of stopping the 
from cunning gold from the New 
Landsto Spain Thereisashor, 
medium and long game option with 
dskill levels for each. Thescrean 
gives youa high resolution ináp o! 
the North Atlantic, divided into 
squares by. a grid, You move pour 
ship about with the cursors, seeking 
enemy galleons, trogpships and 
batleships. If ore is encountered 
you may attack or retreat. Atláacking 
gives the option of firing or boarding 


or both. Finng ona gallgon may bea | 


mistake — if il sinks then you lose its 
gold. Dapanding on your battlé 
Ssuccass lhe morale factor Of your 
Erew 9085 Up Or down, There are 
severa! ports open to you which. 
musthe entered via an arcade style 
sequence for dockina: In port you 
may take on extra crew or weapo ney, 
have repairs made, buy food, jewels 
óropium, or sol ilyou already have 
any. The display informs you at all 
times of the gold stopped. gold 
acquired and spent, weather 
conditions [which affect finding 
enemy shippping). number of 
victories, men lost, ships sunk and 
soon. The length of the game Is 
determined by tha number o! moves 
you make, and these are also 
displayed. All in all, an enterteining 
game, but one that can become 


| repetitivo with playing. 


PRINT SHOP 

Producer: CCS, SEK 25.00. 

Another standard from COS In 
which you getonhy 12 weeks to 
make the profitwhich will stop the 
bank from closing down your, 
printing business. Work scheduling, 
staling, purchasing and estimating 
tochents for lheir work are aimed to 
testyour business acumen to lhe 
hit, Each month you receive a 
balance Shee! to sea how well you - 
have done, This isa text game with - 
option menus. 


aniaras | 
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PRIVATEER 
Produesr: MC Lorhlorian, 48H £4.50 
lis a 9000 price but reflects tha fact 
that this is an updated ZX81 program 
and looks Ike il. À 3-phase naval war 
game which gives you command ota 
oyal Navy ship lighting French 
Privateers. Ui is a suitable game for. 
ar introduction Into the whole batile 
atralegy arga, but too simple tor 
hardened veterans. 


RED BARON 
Producer: MG Lothiorien, 4BK £5.50 
This is a real time simulation of 
World War | plane to plane-serigl 
combat with you, as the pilotofa 
Sopwith Camel, pittad against air 
aces of the German airorce. À main 
meanyofters 5 options; Enemy plane 
Spotting, which at length shows vou 
what an enemy plane is doing 

as Pony, Training flight, which 

amiltarisas you with the controls 
and graphic display; Level ofplay = 
lherê are 19, Campaign gama, in 
which enemy planes are sent up 
against you, Design your own game, 
where you can alter lhe 
spaoiticatigns of the planes and 
plots; and Quit. The main problem 
with wvhat might be a really good 
game; |s thai the cockpit view |s very 
disorienting. Han enemy Is bohind 
YOu, You geta vigw overthe back o! 
your plane, which doasn't sesm very 
reglistic — if s almostas though you 
were lying Gackwards, orsidewave 
f you look leftor right, Controlling 
your airorall takes some getting 
used to and the real time element is 
Ilkely to put off shoot em-up addicts: 
However, for those who entoy 
simulations, this one represents 
tfalrly good value for money, 


REDWEED 
Producer: MO Lothlorien, 48X £5.50 
A Scenario borrowed from HG Walls 
puls you incharge o! London's 
detence against lhe invading 
Martian war machines, whilst semi- 
semtient Redweed ihreatens to put 
your units out ofachon as it grows 
across lhe map. You have many and 
variado units from heavy artillery to 
iameihrowers (used against the 
redweBd). Your enemy is thres war 
machines and yourtask Isto out 
think them. Smallbut eflectivo 
graphics and a menu driven game 
whero you and the Martians take 
ga turns in a very civilisgd manner. 
"Hieen skill levels lotes! your 
iactical abilities. Good value for this 
popular game, 
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REFLECTIONS 

Producer: Árilo, 16M £5.95 

Author: Brian Negran 

This is an Griginal strategy /puzzla 
qame where vu must moves torch 
aróund the edges ota 12 by 12 grid 
and discover the locations of 
invisible mirrors by seeing where-tha 
torth beám is reflected, Youcan 
selêct between 10 and 39 mirrors. 
the beam is reflected when fired 
you may then elecl to guess the cell 
in which the mirror is placed and 
then fis angle. you are wrong vou 
lose points and vóu spend a pointlor 
everyiring of thetorch, The 
graphics are simple bul effective and 
it requires quite a bit of thinking. 
Likely to pall with much playing 
red Overall CRASH rating 50%, 
MU. 


ROMAN EMEBIRE 

Producer: MC Lothlorien, 16K £5.50 
In this cast of thousands itis lhe first 
century BC and you are the 























Claudius” might De useful but isn't 
sssential)! What you have todo is 
simply conquer ten countries which 
hate you, and do this wiping out 
their troops (under-paid and under- 


are nine gonerais On your side, 


5.000 men each, The idea isto build 
uparmies from the men, appoint 
gensrals and launch campaign to 
persuade the barbarian hordes how 
wonderful life under the yoke can 
be, Three levels of difficulty. 


SAMURAI WARRIOR 

Producer: MC Lothlorian, 16K £5,50 
Tou are à Samurai warrior living 
during the Kamakura period in 
Japan (1185-1334), There are no 
bonus points for Killing Richard 
Chamberlain, Dutthere are for 
deleating your Gpponents and 
surviving into old age. You can, Of 
course, Commit Seppuku | you 
would rather. Up against yôu are six 
aroups of bandits and nine other 
samurai of difering abilities, any of 
whom may be superior to yourseli. 
Chaltanges and hunis Oceur in 
simple graphics and are not very 
g00d. Results are in direct relation to 
the combatants' strengths, Seems 
pointless. 


SHEEPWALK 

Producer: Virgin Games, 4BK £5.95 
This can'tgo under an 'arcade' 
heading and should probably be 
consigned to the dustbin anyway. 
But ifanything does come into this 
game Ítisa touch of strategy anda 
| hellofatotof luck, Tha object is to 


a load of sheap into a pen and 


the crops. lts allincredibly slow and 
tedious to play, and very BASIC. 


a 


Emperor. (A working knowledge of | 


traingd) with your 80,000 men. There | 


including yourself, and 18 legionsof | 


get your electronic cole dog io hard | matnamatical problem. It you fail a 


prevent them drowning orchomping | 





SHIP DF THE LINE : 


Producar: Richard Shepherd, 49K 
E5.50 

fouan ofiicar in the Royal Navy or 
the 17th Century incommando!a 
ship of the line in the Mediterranean. 
and the objeot is to do battle with 
other ships in order to win lavour 
with your superiors. The shipin 
Question is a Cutter wilh a crew of 50. 
Pressing any key gives you a graphic 
view of the sea. lfa ship is sighted 
you may engage her Or run, Should 
youengage you are told the enemy's 
strength. H you win the encgounter 
you may sink theshipor itmay 


Surrender, in which case you win 


prize money, Allinalla rather simple 
and undemandina game with few 
thrills. 


SMUGGLER'S COVE 


| Producar: Quicksilva, SEM £6.95 
| is 1f58 and youareona hunttor 
| Blackbeard's lamous treasure, 


hidden in a complex ol cavas onthe 
nórth Cornish Coast, The program 
burbles away at you in pirateese of 


| the'Argh, Jim lád, me scupper, thara | 


e be type. The top half of the 


| SCraen contains well designad and 


instantly appearing locatión 
graphics, but the game gets 
nowhete. || seems impossible to ge! 
bayond the first few locations and 
lhen it caases to be any tun. 


SPECTRUM SAFARI 

Producer: À J Rushton, dBK £5.05 
I've been told thal this game is now 
marksted by C DS Micro Systems, 
but lhey haven't confirmed thatyet. 


| Inany eventitis a jolly and original 
| mixture of arcade bits with 
 Vext/graphics adventure which 


should keep you on your toes uniass 
yourea D&D purist. The idea is to 
take your party of stranded 
explorers across anisland infested 
with highty Intelligent wildlife with 
university degrees, and beset with 
natives who want to barteraway 
their food and mento replace that 
saten by tha men or the intelligent 
wildiife. Once you have visited a 
village it disappears forever, 
presumabhy wiped out through lack 
ol resistance to some vile white 
man's disease, but |f teaches you 
caution in your bargalning, ll you're 
getting short of explorara (lives) in 
vour party. Losing them all means 
death to the player. The main object 


| isto find the only boat, buyitand 


sail away [rom this Magnus 
Magnusson madhouse. Every animal 
encounterad has some problem for 
you; sometimes lts an arcade style 
situation, sometimes they wantto 
Know the answer to a difficult 


member Of your party gets aten, 
Nice clear graphics and a veritable 
MGM musical score makes thisa 
very enjovable game. 
Recommended. 


SUPER SPY 


Producer: Richard Shephero, 4BK 
E6.50 









































































Cross and recrosa the world in 
search of Dr Dealh's secrel isltánd 
lair. Fullof coded messages and 
puzzles, mysterious packages, 
wailresses, hotel managers, taxi cab 
drivers and the like. Be wary of 
parceis and flowers lhat explode and 
walch oultor Dr Death's horrid litite 
midget, t could be a lively and fun 
game to play, but in the end it satiles 
for mera contusion which tends to 
wear the player down. Il you like this 
iype of game, probably worth il. 


TIMEQUEST | 
Producer: Midrogen, 48K £5.95 
This iza game in which you musi 
find lhe pieces of yOur craft which 
have been scaitered throughout time 
owing fo en accident in warp-space. 
Thorughoul your quest you mus! 
detend yourself [rom tha inhabitants 
of that time, such as a bunch of 
Roman soldiers in 137 AD. The 
screen displays your altackers, 
weapons you may pick up, and the 
salvagabla bits of your craft às well 
as yourself. To the right is a status 
"table and belowa seriés 01 text 
optiona which are activated by 
praia tha desired initial letter. 
hese options allow you to move 
across the screen, choose the 
direction, and attack, pick up, 
change weapons and so on. The 
ame has vary limited graphics and 
5 neither arcade nor really an 
adventure, It claims lo be in real time 
(a clock ticks away with every mova 
made) but as it's siaged across sons 
of time this is scarcely possible. 
Poor. Querall CRASH rating 33%. 
BASIC. 


| VALHALLA 
Producer: Legenda, 48K CI4.95[1) 
Valhalla is much tos lengihy and 
complicated fogo into ina brief 
ravigu, !t boasts the bast animated 
gráphics in an adventure vel, 
numerous locations, lots and lots of 
inter-reâciive charaçters who carry 
on with or without you, and kill each 
other ot all over the place. Interrupt- 
operated textinput allows you to 
type in commands while other 
actions are taking place and the 
program accepts quite complicated 
sentences. There are sixseparate 
but linked quests, although much 
tun may be had just living life as it 
comes in Valhalla. Accompanied by 
an excellent book which tells you all 
you need to know in nó-nonsense 
language, Expensive but worth It, 
aKhough there were mixed feelings 
about the ultimate value of the 
o es central objectives. OVerall 
RASH rating 82%. M/C. 


SMUGELER 

Producer: COS, 48K 15.00 

Author: PA Mainswmorth 

The inlay says that skill, Inspiration 
and calculatad risk are themain 
ingredients O! success. Fiva levels 01 
play allow you to move and store 
goods, buy goods, sell them, buy a 
boat, sail it, and consuk the bank. ll 
is the 19th century and the objectis 
to amass a fortune of £250,000 by 
smuggling goods in from the 
Meditarranean (avoiding Ships of 
the Line), Factors to juggle with 
include crew costs, commodity 
costs, port dues, maintenance costs, 
size O! vessel and how farit can 
sately travel and at what loading. 
Handom elements include the 
weather, whichmay Sink your vasge! 
or run itaground, and there are 
always the priates to watch out for. 
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TYRANT OF ATHENS 
Producer: ME Lothlorian. 16K €5.50 
Anathér text e game from 
Lothtlorien. |t's the filth century BO 
and Alhens is besat by hostile 
armies and figeis from other 
powertul Greek stalos as well as the 


| Persians. All you have io do is 
—Burvive long enough to turn Alhens 


into the móst leared state in the 
Mediterranean by building warships, 
training troops and fighting batiles 


| by ses and by land. No mentton of 


democracy here, and philosophy's 
strictly for the cissies. Not one of 
their bastgames, bul reasonabily 


playabla. 


WARLDRO 

Producer: MC Lothiorien, 48K £5.,50 
This mighl be seen asa seguel tó 
'Samurai Warrior as itizsetin the 
same country and the same period 


oftime, Fou rule à small coastal 


village which supports self by slave 


| tabour and by raidimg other small 


villages. In turn your village may De 
raided by other villages or by the 
pirates off the coast. Thisisa 
considerably expanded game 
compared to Samurai Warnor. 
Manu options allow you to train 
troops from your villagers, sefsome 


| aside for land cultivation, hire 


mercenariês, alaçk pirates, raid. 
other villages, hire samurai and build 
ships. Textonty game. Average fun. 


ADVENTURE GAMES 





Adventure games come in all sha 
and sizes They are text-oriented, 
although graphics are oiten added, 
sometimes lor a pretty ellecl, 
sometimes as an Integral part oí lhe | 
game with clues not in the text. There 
are algo àn |ncraasing number of 
Rs adventures which combine | 
the adventure format with arcade style | 
graphics. They are all linked by lhe 
common lheme ol a quest a searchlor | 
some object or sim through many 
locations. 


ABYES 

Producer: CES, dBK £5.00 

In a hidden gorga through the 
Mountain of the Golden Lion, liks 
thaforgotien ABYSS., But brave and 
foolhardy adventurers like you 
sometimes strive to cross it, their 
sole aim to destroy the many evil 
monsters that lurk in lhe shadows, 
waiting tor tha next maal to come 
stroling across the many bodges in 
the ABY35. Scenarioover, lhe game 
begins, The sereen presents you 
with a did fá gacherossino 
point being a"lurking plaçe. 
Movement! is done by the cursors 
until you encounter à monster. 
Thase tand to after you a range of 
problems, like the Ogre who can! 
get his sums righi= can you In 15 
seconds? Or lha arcade sequence 
where you must hit five falling 


- Bpiders before lhay reach the cave 


loor. Added dangers are creaky 
Paco that may collabpse under 
you, By no means a traditional DãO 
adventure, but certainly one for 
quick thinking swots with'O' levels 
to pass! Goód value lor the price and 


| notatalieasy. 


BLACK CRYSTAL 
Producer: Carneil, 48K £7.50 

A mammoth undertaking and one dl 
the-garliest big adventures. It 
features an Hiling mostofthe 
scregn, showing a mapof the 
various landscapes. Choose what 
character you want to be and then 


| wade into light the monsters. Far 


tão complex to do jusiige to in this 
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space, bulif you ara to play itset 
aside hours tor contemplation of the 
book (or novel one might say) which 
explains everything. Indeed, vou ara 
recommended tô save the game at 
various siages and think over lhe 
day's aventa batore plunging in, 
Recommended. 


BYTE 

Producer; CS, SK £5.00/1) 
Author O&S Ben-Ami 

This ia a texi=with-some-graphies 
adventura, where the battle field is 
the depths oia 30 maze in which 
various computer components miust 
be located to bulld your own 
Computer: They may be lying about, 
they may be hidden and generally 
they are defended by all sorts of 
elecironic monsters you must deleat 
io remtain alive and progress. The 
seven Skill levels are negtly 
catégorised by the sophistication of 
the computer you want to build, 
each having its own strength 

| characteristics. Battles with the 
monstars may take the form of 
mental bouts like spelling testa dr 
maihs questions, or they may be 
physical where, for instance, You 
may have to do semi-arcade battles 

| withreross bows or swords. 
Graphically the text is pretty clear, 
but the inpulting of commands is 
raiherirritating and there's too much 
reverse flashing going on which tires 
| the eye. Medium fast response 
times. Quverall CRASH rating 58%, 
average, BASIC, 


CAMELOT 
E CS. 48K [5.00 
Author: E Chapman & E Brooks 
You ara Arthur Pa ndragon, banished 
irom Camelot by tha wickéd Black 
Knight, butan unknown ally has 
inaned you 50 bags of gold pieces, 
tou must travel around and collect 
seven items thal are hidden in 
various Countries, Threabagzars 
exis! whare you may buy Remes to 
help you, and there are other items 
hidden that may help you overcome 
problems. The objectisto collêct tha 
seven léms and re-enter Camelot to 
be crowned King. Thisiga graphies 
adventure where vou move Arthur 
and his band of warriors around à 
map by using keys N.5.E W, At each 
Step lhe scene cuts to a graphio 
representing castles, towns and 
diferent types of landscape. In each 
there is some problem to overcome, 
like a band oi brigands whom you 
may light or figa. Battia strength and 
helpful objects already collected 
help determine the outcome. Should 
Fou win there is a search option tor 
more usetul ifems. The graphics are 
orightand clear, response times are 
tairly good and this unconventinal 
adventure might well make an 
altractive change from the usual. 


COLDSSAL CAVES 

| Producer: E P Soitware, 4BK E7.95 
Author: Abersoll 

Alsknown as Adventure 1 by 
Abersodt, this is a traditional style 
adventure where you must find the 
treasure lafibefind bya Wizard, and 
in which you will meet dragons, 
trolls, snakes and other dark 
denizens, When the program has 
tinished loading the edventura 
begins instantly without 
instructions, These are available on 
command. The game is strictly text 
only and uses repéai locations when 
travelling along, say, a vallay. 
Finding the cave in the first placa 
already an adventure |n itselt, amd 
the whole game may take days, even 
wesks tO complete satisfactorily. 
One pf the classic computer 
adventure games. Recommended. 
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| without a compass to help. In almost 
| any location you can go imeight 





| (whatever Sinclair may tell 





DEVILS DF THE DEEP GOLDEN APPLE 
Producer: Richard Shepherd, 48K Producer; Artie, 498 26.05 
£6.50 Author: Simon Wadsworth 





A 3D graphic adventure whera vou 
meve pour underses diver atong tha 
588 bed avoiding electric seis and 
crabs, collect usetul items like: 
harpoon guns and harpoona, knives 
| End compasses, and try to collect 
lhe treasura hidden somewhere. 
Thera are 100 screens to be 
travérsed. The idea isa go0d one but 
the graphios are umiAspiring and 
very. very slow, Long load and 
minutesto wait you are killed 
before another game may be played, 
Below average. 


DUNGEONS DF DOOM 

Producer: Temptation, dBK £5.05 

This is meant to contain two games 

—&ither you enter and progress 

| Bown through the dungeons, or you 
star al the bottom and try to get out, 

[thought that it was gengrally lhe 

case with any adventura, It's meant 

| tobga graphic adventure-but the 

| -graphicsar restricied to black on 

green squares representing the 

r00M you ark in and the ones near to 

it, Monsters appear in text onty and 

seem dispiritingly easy to kill off. 

| Slow responses and tew lhrils make 

this a beginners-onty introduction 

game. 


ESPIDNAGE ISLAND 

Producer: Artic, 48K £6.95 

Artic have produced five texl El 
adventures to date, letisred Ato E. 
This is*D'. Despite or because of, the 
lack of pictures, all their adventures 
are dripping with verbal atmosphere. 
They contain endless locations, 
Options, puzzles tó solve and aro 
never afraid of the most obscure or 
most obvious-of solutions. Always 
exceltent valua. In fhis game you aré 
ona reconnaisssance tlighi to spy 
on an enemy island when you are hit 
by fire, The adventure begins in tha 
plane as it plunges sarthwards. 
There are many tanglas with tha 
parachute belore you reach the 
ground — just grabbing il and 
opening the tuselage door results-in 
a nasty red mess on the ground! 
From there on you must make Your 
way to the heart of the enemy 
Stronghold, secure information, and 
returm to your aircralt carrier In 
disguise, avoiding being sho! by 
your own side, Biagles lives again! 
Clear writing and tast responses 
combined with a variable element in 
replay, make this a very worthwhile 
buy. Save geme feature, 


FAUST'S FOLLY 

Producer; Abbes, 16K £5.95 
Faust's Folly is buried somewhere in 
this congenital game with tast 
response times and some graphic 
additions. Once you have sorted out 
tha vocab and found the entrance to 
the underground complex, its a 
matter of the correct implements 
pie der up. The computer tells 
You thatitisnt very intelligent 

vou) and 
may notknow which way is which 


Advanture' E'is lhe latest from Artic 
and is titte card explains this texi 
onty adventure very well — a large 
mansion, a ship and a mountainous 
istand in the distanca. Looks pasy 
until you start. The object is to find 
13 secret objects, find a safe place to 
Store tham in and do this through 
tons of locations. Finding à Key can 
be hard enough, but tha Kêy you 
need near the startoí this ap is 
hidden in a very obvious place — so 
obvious you would never thinkosl 
looking there until you sheszed afier 
sniffing the — no | musn't give any 
Secrets away. Absorbina! 


GREEDY GULCH 


Producer: Phipps Associates, SEK 
Ed.D5 



















The town ofiha title is a ghost town 
Set in the Wild West, deserted now 
| the gold workinos have run out. But 
there is à mine out in the 
neighbouring desert which still has à 
tortune tucked away. The problem is 
to find the right map, get something 
jo Carry walter in and fillit find agun 
for protection and then get to the 
mine and back. Whilst nota 
massively demanding adventure, it's 
certainhyan absorbing one. The 
graphics shów you the map of 
Greedy Gutch itself, or parts of Ht, 
with some location graphigs in the 
desert. There aro several myslerious 
Appearantes by someone you on Y 
ses out ofthe corner of your eye. 
Some problems are simpler to. 
overcome than you might supposa 
—tontronted by a crevass and 
carrying a plank which wouldn't 
bridge it, jumping across solvedl tha 
problem! Good vélua. 


BROUCHO 


Producer; Automata, BAK E0.00 (1) 
dulhor: Piman 

The full titia of this ditty is, My Name 
Is Uncle Groucho You Win À Fat 

| Cigar/ but thal's much to long to 
aver repeat again! Like their famous 
Pimania, the object |s to wade 
through a drug-induced landscape 
of weirdness and insanity, which is 
supposed to represent America, in 
the company of Groucho Marx and 

| his-companton the Piman, discover 
the secret identity of a famous 
Hollywood star which is hidden In 
the game, and then win the fabulous 
prize of a tripto Hollywood to mae! 
the star in question, ying outon 







































directions, so don't get lost, 
good for 16K, 


GHOST TOWN 

Producer: Virgin Games, 48K £5.95 
Author: John Picktord 

Ghost Town isa pretty accurate ERA 
copy of Phipps Associates Greedy NR 
Guleh', but it's nowhere near as 


Very 


) | É E WA 
much fun. There's the same old eai E TE 
“empty town with a sequentialmap | car qo 
showing the locations of the various cas 


establishmeants whera uysetul items 
and information may be found to 
help-you locate the gold mine in the 
desert. Ônce in tha desert there 
dor't seem to be any graphics worth 
Speaking of. Atieast ihe text is nicely 
written and the response times are 
very 900d, ButHl had to.choose it 
would be Cireedy Gulch', Overall 
CRASH rating 43%. Basto 
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Concorde and coming back on the 
QE2. A rags to riches story for 
Someone. Entries before 1 June. 
Naturally, you've gotto be solid 
bonkers to get it right, and a 
pimaniac to bao! Good tun despite 
the stow responge times, Excellent 
graphics and sound. Overall CRASH 
rating 67%. BASIC. | 


HOBBIT 
Producer: Molbourno House, 48X 
E14.95 


To date the great adventure, based 
on the famous Tolkien novel of the 
same name, whlgh is included tor 
the price. This game has a largish 
vocabulary and allows sentence wit 
link words. Artificial 
kind entivene the actlon as the 
characters continue their Ilves 
regardiass of what you do, It's 
possible to inter-rejate with them to 
Somedegres, depending on their 
feelings towards you. Some even gel 
killed without you knowing about it 
until you stumble across thair 
bodies! I've forgotten what the quest 
'&, but it's hardly important — 
playing the game is. Very long and 
totally absorbing. À classic. 


HUMMER HOUSE OF HORROR 
Producer: Lasersound, 48K £7.00 
Clouds obscure lhe moon and you 
are alône in the dreadiul house — or 
are you? No you are not alone, 
there's the mad Chinese cook in tha 
greasy kitchen for a start off, plus 
IMPS, rir things that go 
Bump tr the might. Every room is 
sesthing with something or 
SomeDne who wants you to pass 
something on to someone or 
something. Simple 3D graphics bry 
tê entiven the rather ponderous 
pace. Average fun, 


INCA CURSE 
Producer: Artic, 48X £5.95 
This is adventure 'B', well upto 
Artic's usual standard of text onty 
games, You are in the South 

merican jungle, near an, as vel, 
undisturbed inca Temple, Inside 
there is a lot of treasure which vou 
must find and brino sately cut Being 


| anindiana Jones may be of some 


help, but pitting vour brains against - 
the evils therein is mora important. 
Recommended 


















intelligence ofa | 






INVINCIBLE ISLAND 

Producer: Richard Shephera, 48H 
£5.50 

Author; P Cooke 

Invincible stand is the home of tha 
primitiva Xaro tribe. Legend has it 
tas thay often will) that lhe Xaro 
guard unimaginabie treasures. Your 
only help-is the last message of 
worid famous explorer Dr Chumiey 
who said, 'Firstfind the seven 
parchments of Xaro'. Ha was never 
heard rom again. Now lf's your turn. 
Programs from this company always 
seom to take an age to load. When it 
has you are presented with a nice 
clesr text and neat location 

graphics. Reasonably fast 
responses. 


THE ISLAND 
Producer: Virgin Games, d8K É5.95 
Author: Martyn Davies 
Apparently you live ina clutéh of 
South Sea Islands, one of which 
contains pel Find the map, find the 
correct island and get rich quick. À 
mastiy text adventure with arcade 
sequences to add to the fun—that's 
the idea—the reality |s something 
sise. 's had one good review we ve 
seen, but goodness knows wfiy! This 
ismiea real adventure at all in the 
proper sense, You're led by the nose 
along the correct guessing path until 
you end up wih an impossible 
arcade sequence which demands 
you s4H your ship thróugh a rook- 
“imásted sea. Daviation from the 
author's intended path results in 
terminating the game. Excellent 
response tlems to nowhere. Sorry, 
ts rubbish. Overall CRASH rating 
| below 20%, M/C, 


KNIGHT'S QUEST 
Reid Phipps Associalos, SEM 


Which Micro's reviawers got very 
angry about this game, bacause it |5 
writer in BASIC. Lots of adventure 
gamas are written in BASIC and are 
very good, ifa little slow al times. 
Thepiot of Knight's Questisa littla 
Ihin and unoriginal however, à 
forerunner of their much batter 

ames. Some locations are simply 
Mustrated with small graphics and 
thará are the usual assortment of 
|-spélis, weapons and monsters. Not 
alibad by any means. 


MAD MARTHA 

Producer: Mikrogen: d8K 25.95 

To prove how much fun à BASIG 
wrtienadventura can be try this 
litta domestic ditty. As hen-pecked 
husband, Henry, steal your wife's 
money, creep out of the house 


| without waking baby or tripping over | 
| THE ORACLE S CAVE 


the wailing mogogy. and have a night 
out ón the town aí the casino and 
other similarty Ungavoury Places. 
The problem is that your wita, dear 
Martha, is am po from Friday 
— | thadgth Part Six 4D;a homicidal 

| maniãc with an axe!Good 
: vocabulary and an invariable 
program that resembies a word 
maze. Getting things in absolutely 
he correetorder is lhe name of the 
game here. Butif you are too claver 
there are very tricky littie arcade 
sequentes included. To purists 
thesê may be upeetting, but they do 
lvan up the adventure, Il you have 
ea Mad Martha and enjoyed it then 
Ty je. 


MAD MARTHA Il 
Producer: Mikrogen, 48K £6.95 
Muchthasame mix as betore, 

ascept thes time Henry, Martha and 
són ara on holiday in Spain. Martha 
has a half-cousin, a waiter callod 

Iwait for it) Manuel. Martha sets out 

ora bus tour with her son, lBaving 

Manuel to keep an eye on Henry, 

— | whohasa secret rendezyóus with a 
— [Spanish penpal. Henry leaves their 
| hotelwith Manuel hot on his trail, 

Features & bull fight with Henry as a 


Ahestar atiraction, Not to be missedl 





MAGIC MOUNTAIN 
age ud Phipps Associates, 48K 


| G86k out the Scroll of Wisdom in this 


text adventure with location 
graphics. There |s the usual 
assoriment of items and monsters, 
bafiting puzzles and sudden deaths 
through Inexperiance, Reasónabla 
graphics and medium fast responsa 
times; An average eftort. 


MINES DF SATURN 

Producer: Mikrogen, 16K £5.95 
Includes part two — Return to Earth. 
fou're making a routine orbit of 
Satum when a radiation storm 
forces you to crash land on one of 
lhe moons. Luckily youcome down 
near an abandoned mining base, 
Now you mustset Of in search of Di 
Lithium crystals to-refuel your 
standard ship. Return to Earth' gets 
you back in space and landingon an 
abandoned and damaged space 
station, looking for a means ol 
communicating with Earth. Bath 
adventures ara very standard, with 
not many locations and irritating 
random elements over whigh you 
have no control. The games lack 
atmosphere and will notaccept 
Abbreviations making vou typa 
everyihing out. Tadious, 


MINES OF MORIA 
Producer: Severn, 16K £4.95 
Tha Mines of Moria are the ancient 


| home of Duyrin's folk from Tolkien's 


Lord of tha Rings. Long deserted, 
the mines contain old hoards of 


| lewels and gold, guarded by the 


ancient and evil terrors of earlior 
Ages. You're inside — the problem is 
getting out alive, Monsters include 
ralis, Orcs, Balrogs or Wargs, 
Doors can be opened by force, 
spelis or bribery of the door wards. 
Spells can be bargalned for from 
wizards, and traders seliyou wound 
ointment. Control is by the cursor 
Kays, YOU Can 99 up and down or usa 
a warp which transports to other 
locations on a random floor. Watch 
out for the two-partload. The game 


| itselfisa mix. The screen shows ig 


a plan of the floor with a list whig 
lets you know the level you are-on 
and room number occupied, 
weaponry and armorial status, 
number of wounds, strength, gold 
collected, leweis collected and 
spelks available. À line at the bottom 
Informa you ot'what's going on and 
asks whether or nottofighton . 
maesting monsters. Rooms visited 
are plotted on tha map, showing 
monsters encountered. Ilbecomes 
difficult to manoeuvre after a while. 
À reasonabls game. 


Producer: DORIC, dBk £7.85 (1) 


| Author:-Chris Dorrell 


Using the classic D&D lormat, this |s 


| Amanimated graphics adventure. 
| You must geek the entranceto the 


cavos in which you aro trappod, 
coltecting 40 units of treasurá on 
your way; You must also collect 
treasure guarded by four special 
monsters, Tha Mummy, The 
Centaur, The Fisry Dragonor Tha 
Black e With each game the 
layoutof the caves is randomly 
generated to make each play 
difterent from the last. Commands 
are entered in resonse to a menu of 
imied options wniah allow you to 
move, rest, explore, use (a carried 
article) or, ilinthe presence ola 
monster, fight or run. If yóu elect to 
move the menu is replaced by 
another offering left'right/vup/down. 
When 'voulmove there is an 
animation sequence which is very 
wall done, expecially the descent of 
stalrs, The fights are fun, but you 
must watch your combat strength 
and that of your opponent very 
carefully. Another point |s to use the 
explore facility ail the while. The 
game grows On you as you begin to 





realise lts potential, Reasonable 

response times, good graphicsand 
cód value for money. Qverall 
RASH rating 70%. BASIC. 


PHARADH'S TOMB 


| Próduger: Phipps Associates: ABK 


£4.95 

Make yourselt rich by plundering a 
luxuriõus Pharaoh's tomb: Phipps 
have pul together a well planned and 
Sometimes amusing adventure game 
here, with text and location 

graphics, which are simply but 


| attractivo. Responses are very fast 


and the atmosphere draws you in 
again and again. Good value for 
money and well worth playing. 


PIMANIA 

Produçger: Automatas, 48M ET0.00 
There's not much to be sald about 
Pimania, the game that launched 
overnight the insignificant PilMan to 
fame and fortuna. The gama is 
wacky, daft, weird and infuriatina by 


| turns and to date the famous prize 


worth E6,000 (plus index linking) has 
not bean won. Although il runs on 
standard adventure game lines il 
takes later8! thinking into the realms 
of higher (or perhaps camp) art. 
Slow rasponses but that hardiy 
matiers, Pimania is a disease which 
ovarcomes most things! 


PLANET OF DEATH 
Produger: Artic, T8K £6.05 
Adventure" A finds you stranded on 


| an align planet and you must lind 


your space ship. That'sa pretty 


- Straightforward quest for once, but 


the route is far from stralghtforwara. 
Atmospheric and chilting to play. 
you getdrawn in by lhe words. 

Plenty ol hazards to overcome. 

E) value. 

QUEST 

Producer: Hewson, 48K £5.95 

Find a map hidden Ina world 
inhabited by grusseme monsters 
guarding their territory and various 
pisces of treasure. To undertake the 
quest in question you can choose to 
be a wizard a clarice, rogue, fighler 
or simpleton, each with his own 
characteristics and abilitios. A spli 
text/graphic game, it has a 
reasonably wide range o! 
vocabulary, Generally a very good 
game and a traditional format 


| adventure with plenty ofscopa. The 
only serious drawback |s that you 


can't play another game, Once 
finished the program quita 
permanentiy, 


SAS ASSAULT 

Producer: Mikrogen, 48H £5.95 

In this text and some graphics 
adventura you are leading an SAS 
team who must recover the Russian 
Ambasador rom kidnappers before 
tha Russians take the matter as an 
actofwar. The Russian is being held 
ina farmhouse and part one is the 
assault, Part two, on the reverse sida 
of the tape, carrlas tha action 
forward with your ratings dependent 
upon how well you did in partone, H 
all moves along at a fair pace, wilh 
text descriptions and prompts as to 
the weapons you carry and how 
many bursts you can fire. When a 
situation develops you are given 


lettored choices like 'Go back' or 








aee, 


FireCorWail', In between there ara 
line drawings and some maps but 
mosto! the agtion is reported by tha 
computer alông lhe "You hit one and 
Killed him, lines. Pretty fast 
Fésponses, a lively story and 
porcas not bad values. Overall 
-RASH rating 55% MC. 


SHIP OF DOOM 
Producer: Artic dBK DBO 


| Adventure"C' takes you into space 


and on a reconnalssance trip your 
ship is drawn by a Graviton beam 
onto an alien Cruiser, Fred, your pai 


| android, intorms you that tha cruizer 


i& in search of humanoid planetsto 
captura siaves whose brains will ba 
replaced by microchips, The quest is 


| to find the Computer room and press 


tha button to-switch it off. You want 


| to bewary in an Ártic adventure, 


however, of switching off too many 


| SOmputérs should you come across 
| them. In“Planet of Death' there is a 
| Computer which you may be 


tempted to disconnect Doing so will 
sa you into a Sinclair Hessarch 
logo 


VAMPIRE VILLAGE 

Producar: Terminal, 48K £6.95 (1) 
This graphics adventure is so 
graphics-oriented there is hardly 
any text to comtend with. The village 
of Viasdor! lives under the shadow of 


| the vampire's castle, and as Mayor of 


the village you must find volunieers, 
provide ihem with money to buy 
equipment and food, and get them to 
help you destroy the vampire 
méenace. Usual vampire rules 


| apply—stakes through the heert, no 


tlying by day, garlic kesps him at 
bay. The screen displays a map of 
Viasdorf-and the surrounding 


countryside with hosta of biack 


shapes fo! buildings. You control 
your vóluntesr by the cursor kays-— 
he's a small black dot-=and you tan | 
send him to shops to buy things (like 
gartic), Lhe boat house for a boatto 
cross the river (thay drown if they 
fali in), the church tor holy water, 
and soon. The village operates in 
real time moving from dey to night 
with lhe usual rapidity of ali good 
horror films! An unusual game with 
many other features and reasonable 
valua for monéy. Overall CRASH 


rating 64%. MC. 


VELNOR'S LAIR 

Producar; Quicksilva, 4BK £5.95 
Author: Derek Brewsler 

No adventure anthology would be 
complete wilhout this one. Text 
only, but uid, copious text with last 
rasponse times and a sense of 


humour that takes some of the sting 


from the gruesome tale of terror 
which lurks within lhe complex of 
Vaelnors La, Theresa cleveruseo! | 
rapaat locations which makes you 
think you aren't getting anyrherea, 
when in fact you must keep entering 


| the same command for five or six 
steps. The danizens of this 
adventure are a monstroustot, and 


the goblins are tricky indeed. Chose 
your character carefully, wizard, 
warrior or priest, and walch out for 
Wusións, whiçh abound, Highly 
recommended. 
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Whether you phone-in or write in, all the names will 
go into the bag to be drawn monthly. First out of the 
bag receives £10 worth of software of your choice plus 
three issues of CRASH for the next three months: and 
three runners-up will each receive three free issues of 
CRASH for the next three months. (Should you be a 
subscriber, then your subscription will be extended'tor | 
three months). 





Well, here it is, Britain's first software Hotline Chart com- 
piled from your votes! However — a wrod of warning — 
| o IA si rá | due to print schedules this month's chart has had to be 
5 ae Ve ERR Cc SM 22 NS compiled after only two weeks and, as yet, the system isn't 
; E ea | in full swing. Next month's chart will have had a full 4 
wesks of vote collecting and will therefore be more 
representative. It means that the lower chart positions as 
shown here should be taken only as an indication rather 
than as gospel! 





The CRASH HOTLINE is your Top 20 chart of Spectrum software — 

So make sure you register your vote now! There's two ways you can 
do it: either use the Crash Hotline Phone-in (the number is printed 
mM Below); or use the postal coupon below and send It to us, 


E 


| 7 

| — Each month tha results of your votes will be collated and published 4 > | 

' inthe next month's Issue o! CRASH as the Top 20 programs voted on CRASH HOTLINE SPECTRUM SOFTWARE CHART — 
| by readers. MARCH 


Figura in brackets Indicates last month's position 


Ê YOUR VOTE IS EXTREMELY 





| IMPORTANT — USE IT PLEASE! 1 23 MAIO MINER Software | 298 (=) FLIGHT SIMULATION 
E E rOjécis O 
AÍ ; ; na q A TAR Ultimato 30 =) THRUSTA Software Pro- 
| 4 ETM Ultimate | eots 
| ERÊ HOW TO USE THE CRASH HOTLINE 4 (87) 8D ANT ATTACK GA ERAT incentive 
: juicksilva “a, 
| Es 5 (4) JETPAC Ultimate  alkro n 
| “ Method 1 8 ( 1]Z200M pnsire 33 (=) HARRIER ATTACK Durreil 
| CRASH HOTLINE PHONEAN. ng the number below. We have had lj ramo HOBBIT Melboume em (=) ide a F 
NE “o install an answering machine. After the recorded message state 8 E) CMEERED FLAG Pslon | 36 E THE PYRAMIO ti 
| — your name and address very clearly, speiling itout ifnecessary (ifit's 9 [-) HUNCHBACK Ocean 37 || PUSHOFE Soitware Pro. 
| E 254 Unusual doido and then state the five games, with producers' 10 [TE VALHALLA Legend | lects 
| | names, starting with number 1 down to number 5, Pleasedothisas | 41 () 3DDEATHCHASE g [| ORACLE'S CAVE Doric 


“SQuickly as possible. dO (=| TESTMATCH CAL. 


DERA 7 
12 ( 5) PENETRATOR Melbourne | 40 | 99 TERROR DAKTIL 40 





| THE CRASH HOTLINE PHONE NUMBER IS 13 (20) ARCADIA Imagine “4 e) GAMES DESIGNER 
: E. =] 50 Q bb 
: 0584 (Ludiow) 3015 | | 15 ) BUGABOO Quionsilva 42 (25) PSSST Ultimate 
16 -) METEOR STORM 43 (=) ROMMEL'S REVENGE 


F 


Quicksllva 


Crystal 
(4 POOL COS 


Method 2 18 148) JUMPINA JACA 45 [) PHARAGHNS TOME Phi 
CRASH HOTLINE WRITE-IN. Use the coupon below, making sure | 18 () HOUSE OF SHALON» | dé (7, PHARAOH'S T aire 
you fill in all the detalls very clearly, Pop the coupon in a stamped Shadow 47 (4 ITS ONLY ROCK 'N' ROLL 
envelope and send it to us at the address on the coupon. 20 (30) TIMEGATE Quicksilva K-tal a 
21 (=) PHEENIX Megadodo 48 |-) COLOSSAL ADVENTURE 
DEADLINE 2º (73) MAD MARTHA Mikrogen — Laval O 
Votes for the next issue must be received no later than Wednesday Po E SR Rsa ao = aid pib 
29h. February. Votes received after that date will go forward to next 25 (28) HALL OF THE THINGS 


month's issue. HOTLINE Winner this month was 


Crysta 
28 (=) FOOTEALL MANAGER Ray Blake; Rayieigh, Essex. The 


H'you use the phone-in Hotline, you may have to bear with us — It's dictive three runners-up were; K. Warm» 
already proving very Popiars which means you may well find it 27 ( 6) TRANZ-AM Ultimate ing, Hants; Scott Vingent, Farn- 
engaged when you ring. Try again later, and if all fails use the write-in 28 (72) ZIP ZAP Imagine 


borough, Matthew Reid, London 
coupon tor safety, WB. 


CRASH HOTLINE WRITE IN COUPON hMyitop five favourite programs in descending order ? 
| Please use block capitals and write clearly! are. | 
| pç DSR RR ST EE ENS DEEREr e isa 4 des pá PRODUCER| 
| too ÉDER E EA Ae PERTO, | | | 
. -— = 
º RAE ETTA. de RR STR Soc Er 2 | 
dg cd RAR QUA REU A ce RR 3 3 | 
a BRITES RES qo 1 is oo do DO 
| 4 | 
|-Send your coupon to: CRASH HOTLINE, PO BOX 10, 5 | 
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If you were seeking the Scroll of 7 Sis 

Wisdom, where would you be Re a 

looking? 
CERA r “A 2) pre ia ir can be a problem, 

| E ut in what game? 

Em sure lots of you will have 3) says, 'Loki arrives.' Where are 

spotted the deliberate (ahem!) ou 

error in last month's quiz on 4 you found yourself underneath 

arcade game inlay cards. Mount Elk and surrounded by 











for oblins, whose home w 
Question 6 referred, of course, ted F 
to an gn amo and not 5) asia plado jeniéa been hidden In so od 
SM MIGADO GAMO. JUS! pur in 10 Jima and space”, but what did Entries must be received by last ME 
keep you on your Prq Automata hide-in there? | by last ; 


6) Ifyou think of yourself as a Super post, Friday 16th. March, The 


- Spy, exactly who do you seek? first three correct entries drawn 
Anyway, carrying on from last 7) Henry and his son Arbuthnot have from the bag will each receive 
issue's theme, let's see how appeared twice — but whal's the £25 worth of software of their 
much vou know about advent name of the walter? | | ii 
| you k t AdVOMUrO a; ifyoufoundyourselfintheRingor Choice. Results and answers will WE 
oo — story lines and inlays. Fire, what would vou be:on? apear inMay's issue. y 
d your answers on a 3) In Tha Sorceror's Castle, You might E: 


postcard or in a letter to this bump into its owner. What's his 


À ' name? at 
address: 10) Tolkien's Lord of the Rings is often LOOK OUT FOR 


taken as a basis for the adventure 
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| the dormant volcano (hence 
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Use of computer TOY 
Graphics 92% 
Playability 87% | 
Getting started 70% | 
Addictive qualities 88% 
Value for money 90% 
| Overall “ BI% 


KNOCKOUT 


Producer: Mikrogen 
Memory required: 48K 
Retail price: £5.95 
Language: Machine code 
Author: G. Smalleross 


Knockout is a game in which 
peu compete against the 
trumorup to three other 


Producer: Abbex 

Memory required: 48K 
Retail price: £5.95 

| Language: Machine code 
Author; Paul Reynolds 


| First shown at the December 
ZX Microfair, Krakatoa grab- 
bed the attention of most 
'passersby because its 

wealth of detall is amazing. 
There's such a lot going on. 
And there's a lot to do in the 
game, most of lt neatly 
shown in the excellent demo, 
which runs automatically 
after loading and between 


games, 

Your task as a chopper 
pilot is twofold, A tanker is | 
sheltering In the bay from at- 
tacks by Vi missiles and 
submarines armed with 
torpedoes. Across the bay 
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Krakatoa = Eust of Java — tha first disaster game. 


| ideas too. If you accidentally 
drop a depth charge on the 
tanker there's a very good ex- 
plosion with chunks flying 
off, anda secondlatera crew 
Ae pears- and takes a 
off the stern and begins 

pas mming around. If you 
epa d pick him up on 
the end of the lowered rope, 
tis very tricky to get himinto 
'thechopper as he must be on 
the very end of the rope, 
otherwise he gets knócked 
off as the rope is pulled 
aboard, and falls back into 
the sea! This is a com- 
plicated and demanding 

























trol keys on the cassette in- 
lay? During the attract mode, 
the keys are listed for a very | 
Short time and there are too 
“many to get written down 
that quickly, and too many to 
| remember, The control keys 
are difficult to manage and 
laid out in a rather way. 
| Once over these problems, 
the same provas to be very 
good to play, with loads of 
detail, great graphics and 
sound and a lot of i imagina- 
tion. It should kesp players | players, and is effectively a 
going for a long time, if only eco version of the 
cause it takes ages to pe board game '“Re- 
become any good, and the | bound' 
| scope for getting better | The object is to bounce 
scores each time you play is | balls around a board and 
enormous with so many peo- | leave them within firmly | 
ple to rescue.' defined scoring positions. 
Each player has four balls to | 
a frame and opponents take | 
tin turns to play ui ball of 
| the frame. 
The screen display shows | 
| aplan view of the board with 
black walls bent in the shape 
of a tight G, the ball bein 
shot from the top rightendo 
the G, rebounding off the end 
walls and ending up in the 
tail of the G where there are 
two blue areas of scoring 
and three green higher scor- 
ing areas before a yellow out 











































































“the title) has come to life and 
| Is threatening to errupt. You | game, which | can't see los- 
| must try to rescue as many | pc lts appeal for a long 
| people from its threat as | tim 
possible. Your helicopter is 
equipped with a machine 
gun, depth charges and a 
Angie people. The 
game starts with the chop- 
per on the ground on the heli 
pe beside the workman's 
ut. When your fuel gets low 
and you return to the heli pad, 
to refuel and re-arm, the 
workman dashes out and. 
does It all in a very busy 
animated sequence. On tak- 
ing off, you pass out over the 
| bay and reach the massive || 
tanker. It's crew start to leap |E 
overboard as soon as the | EE! | ofbounds. 
| enemy do them damage, and || | RE | The players ball (up to 
so pose another prob am for “F AME 1C O : coils r ENE! id Fr | T Ti TRE q Tt. E y : four different colours) is 
you and your trusty rope! E = E) et o é] Ko 01 FUE positioned vertically for its 
Beyond the tanker is open | shot, an angle determined, 
sea, full of enemy, and the and a strength of shot by on- 
Nolbanio Istand with its screen prompts and the cur- 
hapless inhabitants. The sor keys 6 and 7. The balls all 
screen shows all this in pro- remain in play until the frame 
file, scrolling as H goes. is completed so there is the 
'Scramble' style. To the left chance of knocking an oppo- 
and right of the display area nent's ball, or your own, into 
are ammo and fuel bars, and better or worse positions for 
below are instruments in- scoring. Players enter their | 
cluding a radar display, and names at the start of play 
score. and indie dns 
gal eps a runnin 
CRITICISM r a 


total. If you are on your own 
and only enter one name, 

“This has to be one of the | then you will be playing 

busiest games In a long against the computer. 

while! There are such a lot of 

keys to use that it takes a lot CRITICISM 

of practice before you can 

| even become slightly profi- You might think from the 

| Gient. The graphics are really title that this is a 'Breakout 

excellent, well drawn and type of game — but it's not, 

animated, and there's also a more a new breed of com- 

| lot of detail in the game puter bowls, the sort they 


TO 







Keilisios is both addictive 
and hard to play. But | 
thought the keys were poorly 
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The busy workman potiihas up the helicopter in Krakatoa. 


laid out and there is no | COMMENTS 
joystick option. This makes 
iteven more difficult to play. | Controlkeys:5 = up,3 = 
And it's a shame that there | down, 7 = forward, bottom 
“fsn't much in the way of in- | row = reverse, 9 = fire, 
“structions, because there | zero = drop depth charge, 
“are quite a few instruments | W = rope down, R = rope 
which are not explained. But | up, EN ER = = pause 
these are small niggles, | Joystick: none 
because the. game itself is | Keyboard play: undeniably a 
marvellous.; Excellent | handful, but very responsive 
[graphics (fantastic explo- | Colour: very good 
ston when you are hit), very | Graphics: excellent, very 
colourful and with plenty of | animated 
sound. Watch out for | Sound: excellent 
 volcanic explosions! Skill levels: 1 — it's enough 
ts only in some small | Lives: 1 — it's enough 
details that Krakatoa |s less | General rating: very good — 
Why, for instance, | highly recommenda 
idn't they print the 10 con- 
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| Knockout — very successful. 
have in pubs. | liked it very 








much, why, | don't really 
know! But itis a very simple 
game to play and suitable for 
all ages and all types. It's dif- 
ficult to say how addictive 
peopie might find it, but at a 
quess | would say very. It's 


also good that you can play | 


by yourself or with others. 


The game is played in. 


frames up to a maximum of 


nine, and is a good conver- . 


sion ot a floor or board game 
to the screen. The game is 
quite good to play, although 
not very addictive because 
the true game calls for 


| physical skill in placing 


shots, but the fact that it's 
different places it above 
average.' 

“There's nothing spec- 


tacular about Knockout. The | 





graphics are essentially sim: 
ple, but everything is 
elegantiy pianned and im- 


plemented. Of all sports | 


simulations |'ve seen recent- 


ly, | think this is the most ap-. 


pealing and a worlhy adal- 
tion to anyone's collection. 


| COMMENTS 


Control keys: all done with 
prompts and keys 6 & 7,&Y 
Colour: effectively plain and 
to the point 

Graphics: simple, ball 
rebounds are very good 
Sound: good 

Features: against computer 
or upto 3 other players 
General rating: an excellent 
simulation, difficult to 
define addictivity properly, 
but good value generally. 


Use of computer 70% 
Graphics 52% 
Playability | B5 4 
Getting started 69% 

| Addictive qualities 50% 
Value for money 68% | 
Overall 62% | 





APPLE JAM 


Producer: DK Tronics 
Memory required: 16K 
Retail price: £5.95 





| Language: Machine code 


Author; E. Hickman 


DK Tronics have generally 
tended in the past to write 
good introductions as to the 
objectives of their games, 


but the recent releases have | 
suffered with little or no ex- | 
| “The screen also shows the | 


“night | 
* Joystick: Protek, AGF 


planation. Hard Cheese is a 
case in point, where a game 


starts without aims being | 


made clear and where the 
scenario is obviously too 
np to sort out easi- 
| e- danger with this is 
that players can run out of 
patience before tapping the 
game's potential, 


Open wide those pearly gates and 


let the jam pass in. 








Apple Jam is another ex- 
ample. In this case there are 
no explanations at all. Itis, In 
concept, a very simple game 
and the broad intentions O 
the author are immediately 
clear, or rapidly sorted out, 
but as at least one reviewer 
found, points of the game 
still baffle. 

Basically, the screenhas a 
lift at the left, a sauna box at 
the right, a jam dispenser in 
the middle, overhead, and 
above that, a conveyer belt 
which produces apples. In a 
tower portion is a rat tunnel. 


me score and the hi-score, 
three purple pills and the 
words RAT BAIT! Alittleman 
is made to run back and for- 


th. He opens his mouth when | 


correctly positioned under 
the dropping point of either 
tam or apples. Each time he 
gulps down another 
mouthful, he grows a bit fat- 
ter. To work off the excess 
weight he must enter the 


. Bauna for a few seconds and 


when he comes out he's all 
slim and wonderful. he 
fails to go to the sauna each 
mouthful after a certain 
point, it joses him one of the 
oia pills. When all three 
ave gone he dles, 

Below in the rat run, the 

rats are running. Should the 





man miss any apples or jam, 


they fall through and the rats 


eat the food. Once this has 
happenêd they tend to come 
ue a floor and eat the man. 
He can escape by getting in- 
to the Ilft, but that means 
missing more food, Should 
you do really well against 
these miserable odds, 
there's a giant hornet to 
watch out for. 


'Anon-violent game for the 
younger games-player, 
that's my impression. 
There's a fair use of colour 


| and the character block 


praçnica are smooth and fair 
n quality. Its a nice touch 
when an ambulance comes 
up to collect the dead hero 
after being rat-bitten, but | 
think they cheated by having 
it back-up — it could have 
driven forwards and turned 
around. 

This game made me feel 
quite dense — it looks sim- 


ple, it is simple, but [couldrt 


work out what was going om 
at all. | never found out what 
the RAT BAIT! was for, If 
anything, and someone had 
to tell me what the pills were 
for. had figured out what the 
Sauna did, and became 
obsessed with my hero's 
figure. Conseguenty my opi- 
nions are somewhal col 
oured, On the whols, a rather 
poor game.” 

'“The odds have been 
stacked up too high to make 
this into an addictive game. 


| Once the rats emerge you 


never have a chance to catch 
more food, or sweat It off, 
and it allbecomes pointless. 
It is, anyway, very repetetive.' 


Control keys: 5 & & left & 
right 


Keyboard pray: responsive 
our: fair 

Graphics: reasonable 

Sound: poor 

Skill levels: 1 

Lives: endless, but three 

pills 

General rating: poor on 

instructions, a game for 

aço a players with a 


mited addictivity. 
Use of computer 65% 
Graphics 59% 
Playability SO Ve 
Getting started 40% 
Addictive qualities 40% 
Value for money 50% 
Overall 47% 


"Simple, but of course there |s 


| may select any of the fift 


works once every 10 seconds 


“CRITICISM 


| Basil, reallya hat on legs. For 








Bubble 
Trouble | 


Producer: Arcade . 
Memory required: 48K 
Retail price: £5.50 
Language: Machine code, 
Author. Bruce Rutherford 


Like the majority of Arcade's 
other games, Bubble Trouble 
is built on a massive scale, 
and consists of 50 screens, 
in effect these are all 
du simple mazes 
made up from all sorts of 
symbols and having a ver- 
tical or horizontal, wrap 
around 'tunnel”. The story is 
that you're a burglar and poa 
aim in life, not unnaturally, ds: | 
to steal anything you can lay 
your hands on. This usually 
consists on four valuables 
per maze, and the more you 
steal, the more the points | 
you receive. Life could be so | 


a serious problem, and it 
comes in the form of over- 
friendly bubbles who want to 
smother you with love. 
Perhaps the author got the | 
idea from the recent re- 
showings of Patrick 
McGoohan's 60s TV series 
The Prisoner, where the um- 
willing. victims of “The 
Village" were kept incontrol 
by vast, white balloons that | 
bounded after them. | 

There is no start and no 
end to this game, since you 


screens for a beginning. 
Once you have collacted the 
four valuables in a screen, 
bonus. points pop up to be 
collected by moving over 
them. The screen finishes 
after an elapsed time limit | 
and moves you inexorabla 
onto whatever screen | 
follows. Your only weapon |s | 
a dispersal key, but it only | 


and isn't terrible effective. 


'Bubble Trouble is a Pac | 
Man' variant but an im 
aginative mutation on the 
theme. Nice graphics, | liked 
the. burglar, who's called 


keyboard players, however, 
the cursor keys for control 
are not a good arrangement; 
and | thought the keylstick 
responses were a little poor. 

Rather like The Detective, 
this game works on the prin- 
ciple of wearing vou down | 
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over a space of time, since in 
self it isn't all that difficult 
to play. The graphics are at- 
| tractive and move smoothly, 
but the game lacks 
| Something to make it really 
| addictive. It does have three 
skill levels (an extra bubble 
per level) but each level also 
moves siower. In the end | 
don't think this is quite up to 
ne standard of The Detec- 
ve, 


"Bubble Trouble is fun to 
play, reasonably addietive 
and very simple. lt's single- 


mindedness is what makes it 
D0od to play — no concen- | 


tration required! So it fits 
quite nicely as a pleasant in- 
terlude between other 
games. Not great, but cer- 
tainty a reasonable game. 


COMMENTS 
Control keys: cursors with 
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The 'Prisoner' in the maze — Bubble Trouble. 


Joystick: AGF, Protek, 
| Kempston 


Getting started 
Addictive qualities 
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Zero to fir, not the best 
arrangement 


Keyboard play: slightly 
hesitant 

Colour: good 
Graphics: good 
Sound: average 

Skill levels: 3 

Lives: 3 

Screens: 50 

General rating: above 
average 


58% 
65% 
70% 
68% 
57% 
80% 
53% 


Use of computer 
Graphics 
Playability 


Value for money 
Overall 





Franco Frey takes a look at an 


Paintbox 


Producer: Print 'n' Plotter 


Memory required; 48K 

Retail price: £9.95 
Language: Machine code 

Author: Joe Gillespie 


| you've ever tried to draw a 
high resolution picture with 
| the bare and BASIC facilities 
of the Spectrum, you will pro- 
bably want to investigate the 
appropriate tools and util. 
ities which exist for this pur- 
pose. You have the choice of 
a hardware-based system 


using a Hent pen or a digital | 


tracer with the required soft- 
ware routinelutility, or you 
can go for a less expensive 
software solution such as a 
graphics handling utility pro- 
gram. 

Paintbox fits into the se- 
cond category and covers all 
aspects of the Spectrum 
| graphics. You may select 
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between the cursor keys, 
cursor-controllad joystick of 


the Kempston joysticktouse | 


as a “drawing-pen'. the pro 
gram is menu driven and 


splits into two major fune- | 


tions — the UDG creation 
and handling, and the high 
resolution screen plotter. 


UDG EDITOR 

The UDG Editor is excellent; 
it allows you to create four 
times as many UDG's as 
there are in the normal Spec- 
trum BASIC by storing in four 
banks of 21 UDG sets into 
memory, which can then be 
called selectively into the 
normal UDG area of the 
Spectrum. 

The Editor allows you to 
view the UDG banks and to 
recall any of the four banks 
for praias Selecting DRAW. 
ING BOARD will display the 


UDG bank, the UDG in 





14 








Equries? 


magnifled form, normally 
and inverted, and in actual 
size, and the deimal values 
for eachiine. You may call up 
a - normal 


character or a blank for 
editing purposes. Using the 


| | cursor keysljoystick and fire 


button, you can edit or com- 
pletely redraw the UDG, and 
when finished, allocate it in- 
side the UDG bank. In doing 
this, the Inverse and rotate (4 
x 90º) and mirror image 


- | facilities are very helpful, 


Having created all the 
necessary UDG's you can 
save them on tape together 
with a machine code routine 
for manipulating them from 
BASIC, ready to be recalled 
in your own programs. 


PRECISION PLOTTER 

The Precision Plotter is the 
drawing tool for your high 
resolution pictures, and pro- 
vides drawing facilities us- 
ing the cursor keys/joystick 
with a constant display of 
the position coordinates. 
Two moving speeds may be 
selected by use of the SHIFT 
key. All the drawing of Spec- 
trum BASIG may be used In- 
cluding: Plot, Draw, Cirele, 
Ink, Over, Copy, Save & Load. 
Selection o Paper Colour 
has been omitted from 
within the screen plotter 
quite deliberately to avold 
the confusions which can 
arise from the low resolution 
colour map of the Spectrum 
(1.8. use of only 2 colours — 
ink & paper within the 8 x 8 
| Character grid). 


be overcome by breaking to 
the main menu and recalling 
the screen plotter, 
whereupon the new paper 
colour may be selected and 
the permanent memory 
screen recalled. 
Additionally, there are the 
following useful facilities; 
Fill enclosed areas, Erase 
last operation, Radial Mode 
“= Tetains starting point of 
the drawing line in the 
original plot position, Are, 
Cursor Choice — crosswire 
or dot, Permanent Memory 
-— fetains the current screen 
in memory, Graphics 
recalis screen, Break 
stores screen in memory and 
returns to main menu, 


IN USE | 

The UDG Editor and Scrsen 
Plotter may be combined by 
selecting Screen Planner 
from the Main Menu: all B4 
UDG's may be drawn on 


spectrum | 
character, an existing UDG | 


“limited screen do dual 


“or with a normal memory file | 


| CLEAR command). The data | 
to screen dump routine may 


that if the permanent 


“there is still 


This user-protection may | 


| Copy= COPY, Save=5.. 





screen with the high resolu- - 


tion screen as background. 
The low resolution print co- 
ordinates are displayed in 
this mode, and Ink & Paper 
colour may be changed. By 
constantly switching bet- 
ween Screen Planner and 
Prescision Plotter you can. 
build up a picture within the 
limits of your own imagina- 
tion and the Spectrum's 









The current UDG's may be | 
expanded by loading pre | 
viously stored UDG banks, 
thus increasing the amount 
of UDG's on screen. 
Throughout Precision Plot 
ter and Screen Planner you 
may select to save your ef- 
forts to tape with a 
SCREENS display file save 


save, which includes the 
machine code routine for ins- 
tant recall from BASIC (using 
RANDOMIZE USR 59980). 
The memory file, however, 
must be protected from the 
BASIC area by lowering 
RAMTOP to 53059 (with a 


be amended so that multiple 
screen files may be stored 
and recalled. 

The program proves to be 
very foolproof in as much 


memory does get corrupted, | 
the Erase 
Memory as a backup facility, 
so you don'trisk losing hours 
of work. Nevertheless, lt 
would be wise to save in-| 
termediate results to tape for 
protection against brown or 
blackouts! 

A commendable effort by 
Print 'n' Plotter — now ifonly 
the package included a 
pinch of artistic talent, | 
might be able to draw .., 


COMMENTS 


Control keys: Menu driven, 
self explanatory — 
cursors/joystick for 
positioning, SHIFT for slow 
movement. Plot= O, 

Draw =W,Fill=F, 

Erase = E, Circle= H, Bad 
Mode = R, Line Mode = 3, 
Are=A, Ink=X, Over=N, 
Permanent Memory = P, 
Graphics = 9, Dot 

Cursor =M, Crosswire 
Cursor=K, 

Break = CAPSHIFTISPACE, 


Load = J. 

Sound: none 

Features: 24 page booklet 
and excellent Demo 
Program . 

General rating: good. 











CRUISE 
ATTACK 


Producer: Mikrogen 
Memory required: 48K 





































Author: C. Hinsley 


Mikrogen make little secret 
of the fact that this is 
another 'Missile Command 
copy, stating the fact in their 
inlay to the game. In most 
respects it turns out to be a 
very reasonable version. 
There are the six cities, but 
only two laser bases rather 
that the more usual three, 
each one firing independent- 
ly. Apart from the incoming 
missile trails, there are also 
blue torpedoes to contend 
with. 


CRITICISM 


'Of the ones I've seen 
recently, this game probably 
has the best graphics for a 


on the Spectrum. The 
graphics are fairly close to 


atomic clouds on impact are 
an improvement. But control 
of the targeting sight is 
always a problem. The keys 
are not well laid out (it's dif. 
ficult to play this type of 
rapies with keys anyway). But 
f you have a Mikrogen 
joystick, then definitely Duy 
this version of the game. 

'Realistic explosions and 
hi-res graphics make Cruise 
Attack look good, but the 
movement of the cross hair 
is fairly slow and spoils the 
playability. And the right 
hand controls are badly plac- 
eo E] 


This is a very passable 
version of 'Missile Com- 
| mand' with very fine explo- 
sion effects. The major dif- 


hair because of the control 
keys, and your missiles 
seem to take an age to do 
their job. lt seems a shame 
thai they haven't allowed for 
more than one skill level, and 
| missed the enemy 
satellites, although they 


without a joystick. 
COMMENTS 


Control keys: poorly laid 
out; Q/A upidown, UP left 
and right, Z fire left base, 
S/S fire right base 
Joystick: Mikrogen 


Language: Machine code | 





The atomie mushroom clouds ars 
| an improvement on the original, 


 Playability 


'Missile Command' version | 


the original, in fact the | 


' Producer: Automata 


ficulty is moving the cross | 


would have been hard to get 


| One of the many pubs lining 





- points), slipping up on crisp 











































Keyboard play: apart from 
the ergonomiecs, 
reasonable. The inlay states 
user-definable keys, but 
there aren't any 

Colour: above average 
Graphics: good 

Sound: average 

Skill levels: 1 

Lives: 6 cities 

General rating: average, 


packets and things (loses 
points) or slipping on slops 
(more gone). 

And of course there is also 
the by now obligatory treat of 
a bonus hit single on the 
| reverse of the tape. Pi-Eyeo, 
described as a heart-rending 
message, written by Lurch, 
“the office parrot, 


| CRITICISM 


“This is a sort of 'Frogger 
both out on the street and in 
the pubs, dodging the cars 
and drinkers. It manages to 
be fun, and the things people 
say in some of the buildings 
is often funny or Insulting or 
both. | found the Piman a bit 
difficult to control when in 
side a pub, as he tends to jlg- 


48% 
70% 
68% 
56% 
TO % 
80% 
62% | 


Use ofcomputer 
Graphics 


Getting started 
Addictive qualities 
Value for money 
Overall 





bar there was a figure with a 
dog in the way, and after all 
afforts, the final pint rémain- 
ed unobtalnable on the bar. | 
would have to be honest and 
say that this wasn't one of 
my favourite games. 

“The graphics are ver 
entertaining and colourful, 
and the game amusing to 
play for a short while. It cer 
tainly couldn't be called ad- 


Pi-Eyed 


Memory required: 48K 
Retail price: £6.00 
Language: Machine code 
Author: Andrew Stagg 


In a further attempt to under- 
mine the integrity, purity and 
clean livingness of the noble 
arcade tradition, Automata, 
the wellknown TV pundits 
on computerology, have 
released Pi-Eyed. This game 
is destined to ao straight to | 
the top of the Moral Majority 
Chart of unfavoured pro- 
grams! It stars none other 
than the Piman, but a Piman 
to whom success has had a 
deteriorating effect. He's hit 
the bottle bo now atnqoara 
bleary-eyed from pub to pu 
in con que à of li uid obtiion. 
The scene is the street, | 
and Piman is vosuna aero, 
lfhe gets hitby a car he loses 
points. You can take him into 


Producer: Ocean 
Memory required: 48K 
Retail price: £5.90 
Language: Machine code 
Author: C.F. Urquhart 


Hunchback seems to have 
been quite a while a'coming, 
so it's pleasing to be able to 
report that it seems worth 
the waiting. In some sense 
it's a platform, hole-leaping 
game that takes place on 
| one platform. The story, as 
the title says, is set on a 
Qua castle and you are the 
W 





the street, but he can't leave 
until he has drunk all the | 
pints on the bar. This in 
volves diving in between the 
chatting regulars without 
disturbing them (loses 


ell known) hunchback, 
asimodo. Your task |s to 
rescue Esmereida from the 
stronghold. To do this you 
must jump, leap and dodge 


Piman in bar room scandal — Shock Horror! 


| peals to Pimaniacs as light 


"Keyboard play: fair! 


gle when drunk. Also, at one- 


' Playability 





HUNCHBACK | 





| rops on the right. At the base 






dictive though. | would quess 
it's the sort of game tha! ap- 


relief between o to win | 
6,000 or a trip to Hollywood. 


COMMENTS 


Control keys: 6/7 upidown 
Joystick: Kempston, AGF, 
Protek 


responsive, but difficult to 
control 

Colour: well used 
Graphics: small, but neatly 
drawn, although there Isn't 
much actual animation 
Sound: continuous and 
average | | 
Skill levels: how many pints 
can you take? 

Lives: never heard of them 
General rating: may appeal 
to Pimaniaes, playable but 
not very addictive 


26% 
57% 
59% | 
87% 

45% 
57% 
57% 


Use ofcomputer 
Graphics 


Getting started 
Addictive qualities 
Value for money 
Overall 





your way across no less than | 
15 screens of sheer torture. 
The screen shows a large 
wall reaching half way up. 
Quasimodo starts on the left 
and he must reach the bell | 


of the screen is a graphic 
representation of the 15 ram- 
pe to be tackled, The pro- 

lems encountered include 
fire balis which must be 
leapt, plts to be swung 
across on a rope, and others 
which need several ropes, 
castellations filled with 
spearmen who raise and 
lower thelr spears and must 
be jumped, and then com- | 
binations of all these 
elements. Additionally there 
is a red knlght climbing the 
wall. If he reaches the top . 
before Quasimodo gets 
across, he sticks his sword 
into his bottom! If you get 


t3 





Da 


you are rewarded 





F rr E, 


through to the final screen 
| by the 
sight of Esmerelda stuck in 
her tower, ready for rescue. 


“The graphics are smooth, 
well detailed and nicely 
animated, especially 
Quasimodo, and the colours 
are wel| used too. Quite what 
the tune “H you go down to 
the woods today. ..' has got 
to do with Quasimodo | don't 
know, but It sounds good. | 
found this game very 
playable, although when you 
jump across the pit on a 
rope, timing has to be spot 
on with no +71 0r =1 varia- 
tion. | think that could have 
been made easier. 

At first playin 
chback is fun and difficult, 
but the screens are made up 
of re-using the same 
elements in different com- 
binations and eventually it 

ets visually boring. It cer- 
ainly demands skills of tim- 
ing and reaction, especially 
when jumping over spears 
and dodging two arrows or 
fireballs coming from op- 


 posite directions.' 


'Hunchback looks very 
good, bright, cheerful and 
with a loud tune. | think 
could have had a bit more 
sound during the frame 
though. It's also quite dif- 


ficuk to play well, but in the 


end | think it palls as there 
Isn't quite enough variation 
in the screens. This game 
will probably appeal to 
younger players as an in- 
termediate stage between 
very simple games and the 


| more complicated ones that 


are now appearing. But on 


the whole quite good value 
for money. 


COMMENTS 


Control keys: good, Q/W left 
right and SYMBOL SHIFT 


for jumi 
Joystick: dl ada Protek, 
AGF, Sinclair 2X 2 | 
rd ti responsive 
but jump timing very hard 
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Colour: 4 
Graphics: good vi 
Sound: good tunes 
Skill levels: 1 
Lives: 3 . 
screens: 15 
General rating: good value 
and reasonably addictive. 
Use of computer 72% 
Graphics 68% 
Playability 65% 
Getting started 70% 
Addictive quiities 59% 
Value for money 62% 


Overall | 65% 


Pat The 
Postman 
Producer: Mikrogen 
Memory required: 48K 


Retail price: £5.95 
Language: Machine code 





Pat has to collect parcels 
from the houses and take 
them to the post office. 
When he has enough, he 
must put them on the train. 
Sounds easy? 

There are twelve houses in 


thetown, butnotevery house | 


has .a parcel for coliection. 
Fortunately this game is In 
no way a simulation of real 
life, for if Pat attempts to col- 
lect a parcel from a house 
that hasn't got one, the post 





office promptiy, and inex- 


licably, bursts into flames. | 
at must then dash to the | 


fire station and get a fire 
engine. If he's in time the 
conflagration is put out and 
work resumes as normal, 
pda, on the 
selected skill level Pat must 
collect either three or five 
parcels before they go on the 
train. To make matters 
worse, there are two red cars 
driving around the streets 
like maniacs, and with a nas- 
ty tendency of homing in on 
Pat while he's on his rounds. 


CRITICISM 


Ittakes a few altempts to 
work out what to do, since 
there are no on-screen in- 
structions or advice, and 
nothing on the cassette in- 
lay, not even the control 
keys. These turn out to be the 


| Cursors, always a poor ar- 
| rangement, but made worse 


here by the poor respon- 


| Siveness. Posiman Pat is 


quite a good game for 
younger age groups, but will 
probably appeal to all. lt 


| soon becomes easy and this 


reduces its addictiveness.' 
The graphics are fair and 
would be better If smoother 
or siightly bigger, but it does 
make for a lively screen. The 
game is a good idea, can be 
unto play, and would be bet- 
ter still if it were more 
responsive. Sometimes you 
press a key and nothing hap- 
pens, except a car running in- 
to vou. For the younger 


player mostly. 
| This is a little confusing 


at first, as there are no in- 


| structions as to the aim of 


the game, but as you get the 
hang of It, it turns out to be 
tun to play. What spoils it are 
the control keys and the pro- 

ram's response to them. 

oderately addictive for 
some, no doubt, but after a 
while it began to lose in- 
terest for me. Perhaps more 
objectives would have 


| Overall 


| enemy 





helped, -and different skill 


levels with different pro-| 


btems to overcome, although 
| must admit, | never reali 
discovered what the blac 
objects that pura upocca- 
sionally on the roads were or 
what they did.' 


Control keys: cursors 
Joystick: AGF, Protek 


| Keyboard play: poor 
' responses 


Colour: good 


| Graphics: above average 
"Sound: not much, but 
“strong when it does 
“Skill levels: 2 


Lives: 3 

 Sereens: 1 

' General rating: above 

* average 
Use of computer 45% 
Graphics 60 Vo 
Playability 58% 
Getting started 32% 
Addictive qualíties 47% 


Value for money 60% 





Dimension 
Destructors 


Producer: Artic 

Memory required: 48K 
Retail price: £5.95 
Language: Machine code 
Author: J. Ritman 


Suddenly from the outer 


reaches of space, a dot ap- | 


ears on the scanner of your 


fighter craft. As you tear for- 


ward, the dots grow until you 
can clearly see them in 3D 
form. Prepare for combat! 
Your trembling finger 
reaches for the firing button. 
You pull across to avoid an 
enemy fighter as it whistles 
past vou In its kamikaze at- 
tack. 


The inlay intro for this | 


game is quite prosaic incom- 
parison with many, and 
becomes justified when you 
see the graphics. Dimension 
Destructors is a sort of 'Bat- 
tle Zone' game in space, and 


| employs three dimensional 


bri very reminiscent of 
ric's earlier 3D Combat 
Zone. The object |s quite sim- 


ple, use the directional keys | 


to line ao the approaching 
ighters (hollow 


pyramid and diamond 


Se% | 
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shapes) in the central cross 
hairs and then zap them with 
our laser. This fires twin 
olts of energy which con- 
vergea distance ahead Inthe 
cross hairs. 

The title card is very 
| bright,well drawn, and the 
[credit card and points/hi- 
score table is very effectively 
done in scrolling letters 
which run off into the 
distance in perspective, 


War movies. 
CRITICISM 


“The graphics are falrly 
simple but well animated in 
3D and the enemy explode in- 
to chunks battle zone style. | 
found it quite exciting to play 


best releases vet, The titles 
and hi-score are very im- 
pressive, if a litile slow. 

'At last, à good 3D shoot 
“em up — shame you move So 
slowly! The various enemy 
cralt have different flight tac- 
tios. If td good enough! 
vou will find out where the 
enemy fighters come from. 
“Thegraphics are fairtogood. 
It's difficult to play and in the 
| end | found it a little bit bor- 
ing, probably due to its dif. 
ficulty," 

'Perhaps the lack of a 
landscape makes this game 
less spectacular than Artic 5 
3D Combat Zone, but it is 
| much faster to play and so 
more fun. The graphics are 
simple and somewhat col- 
ourless as you might expect 
with hotlow 3D, but they work 
very effectively. The control 
response is very good, one of 
the easiest cockpit view 
games to control I've ever 
seen. Very playable, but 
| perhaps not massively ad- 
| dietive. 


COMMENTS 


Control keys: QWERTY up, 
ASDFGH down, O = left, 
P= right, bottom row fires 
Joystick: Sinclair, 
Kempston, Fuller 
Keyboard play: very 
“responsive and easy to 
control 

Use of colour: simple 


rather like the titles for Star | 


| and | think It's one of Artic's | 


| Memory required: 16K or 











Graphics: effective 3D, good 
title cards 

Sound: reasonable and 
continuous 

Skill levels: gets harder , 
Lives: 4 shields, 5 lives 
General rating: above 
average to good 





Use of computer 73% 
Graphics 69% 
Playability 64% 
Getting started 70% 
| Addictive qualities 61% 
Value formoney 70% 
Overall 68% 
DESSA Esso 
Tra 
Producer: Amba 
Software 


48K 
Retail price: unknown 


As it'snamesuggests, this is 
a compendium of three dif- 
ferent arcade games on one 
, Cassette. The games are 
Snackman, Sub Track and 
Treasure Hunt. 

Snackman is, quite ob- 
viously, a 'Pac Man' style 
game, which features 16 
selectable mazes with 10 dif. 
ferent playing speeds. Sub 
Track, provides you with the 
opportunity to lay depth 
charges from a surface ship, 
to attack numerous sub- 
marines at different depths, 
while they fire back with 
mines. In Treasure Hunt, a 
reasonabiy complicated 
maze is used In a very pure 
way — that |s, you must find 
your way through itto collect 
valuable items. When one 
has been successfully pick- 
ed up, another appears 
somewhere else in the maze, 
and all against the clock. 

Side of the cassette 
loads all three games into a 
48K Spectrum, and each may 
be selected by pressing key 


| T. Each game comes com- 


plete with on-screen instruc- 
tions. Side B of the tape will 


Triad — Screen 1 
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Triad — Screen 3 


Language: Machine code 
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load each game individually 


into a 16K 
CRITICISM 


In Snackman, the 
graphics are all quite small, 

ut they move well and this 
isn't a bad verston. The 
Depthcharge Game is also 
reasonable and has quite 
large graphics. | didn't think 
so much of the Treasure 
Hunt, despite its 29 mazes 


pectrum. 


and 144 game variations — | 


which must be a record! All 
tha games are reasonable, 
but none are original and 
none of them are brilliant. 
The idea of putting several 
games onto onecassetieisa 
good one, especially when 
they are all 'old' games. | 
won't rate its value for 
money that highly because | 
would prefer one good game 
to three fair'average games. 

'Anyone wanting a 
reasonable 'Pac Man and 
the chance of two other fair 
arcade games, will find the 
Triad cassette to be fair 


value. Overall, the graphics | 


are quite good, but there isn t 
really anything here to thrill.' 


COMMENTS 
Control keys: indicated for 


each game, but all well 
placed 


average. 


Use ofcomputer BO % 
"Graphics 57% 
Playability 53% 
Getting started 80% 
Addictivequlities 43% 
Value for money 54% 
Overall 55% 


' Memory rêquired: 48K 


| Invasion of the Body &nat- 


“forward and reverse move 


| destroy the enemy tanks and 








Joystick: none 
e pepço play: responsive. 
Colour: reasonable 
Sound: varied and 
reasonable 
Skill levels: depends on 
game, but several 

eneral rating: fair to 





Rommei's 
Revenge 


Producer: Crystal 
Computing 


Retail price: £6.50 
Language: Machine code 
Author: M.S. Horsley 


Both of Crystal's pre- 
Christmas arcade releases 
were copies of well known 
originais from the arcades, 


chas we reviewed in the last 
month's issue, Rommel's 
Revenge is probably the best 
Spectrum version yet of the 
favourite 'Batile Zone' game. 
There's a natural com- 
parison here with Artic's very 
successful 3D Combat Zone, 
and it's arguable as to which | 
is the better since in many 
respects they are quite dif- 
ferent. 

The display is set on a flat 
plain surrounded by moun- 
tains and even an active 
volcano., Numerous 
buildings and other objects 
like telegraph poles litter the 
landscape. in the centra of 
the screen |s a gun sight, and 
above it a radar screen with | 
sweep arm on which enemy | 
tanks are seen as dots. You, 
of course, are in command of 
a tank, and controls allow for 


ment with rotation left and 
right. Allthe graphics areina 
hollow 3D which allows all | 
sides of an object to be seen 
at once. The object of the 
game, quite simply, is to 





stay alive. The more you 
destroy the more they come 
after you. 


75 








“This is the best version of 
'*Baitie Zone' with more ob- 
jects like poles, radar towers 
and spouting volcanoes. 
Missiles seem to take about 
the right time to reach a 


| target and the game, 
ponaray, is faster. Against 
tis the sound, which is poor, 


nonoises when an enemy ex- | 


plodes and only a weak plop 
when you fire. 


It's a bit weak on colour, | 


the 3D graphics are very ef 
fective and smooth, but 
everything is done in white 
lines on blue. The tanks all 
move a bit faster than the Ar- 
fic version, as does the firing, 
but there aren't as many up 
a ra you at one go 
although it ne progressive- 
ty tougher. Hather thin sound 








Strong but silent — the huge landscape of Rommel's Revenge. 


ana | was disappointed with 
the explosion visuais — the 
enemy tanks just seem to 
álir: Gteué when hit." + 

“This is a great game and 
very playable, The tanks 


| arent as over-intelligent as 


the ones in ÁArtic's version. 


| They always managed to 


twitch out of the way of your 
shots, but in Rommel's 


| Revenge they still ditofl ds 


be a match. Also the land- 


scape is much more detalled 
— Us fun at first just to 
wander round looking at the 
various bulldings and struc- 
tures.' 


COMMENTS 


Control keys: Z/X lefUright, 
NIM forward/backwards, 
SPACE = fire. In addition 
— 1/2 sound onioff, V = 
volcano errupting or not. 


Both of these options speed 
up the game |f not In use. 
Joystick: AGF, Protek, 
Fuller, Kempston 

Colour: poor 

Graphics: good 

Sound: very poor 

Skill levels: 1 

Lives: 4 


| Features: note special 


loading program which 
might make you think it 

ba t loading properly when 
kt is! 


General rating: good 


Use of computer 70% 
Graphics 75% 
Play ability 78% 
Getting started SO Yo 
Addictive qualities 58% | 
Value for money 58% 
Overall 65% 





Mr. Wimpy 


Producer: Ocean 
Memory required; 48K 
Retail price: £5.90 

| Language: Machine code 
Author: Jon Woods 


Considering how frequently 
Spectrum software houses 
crowd each other with ar- 
cade copies, it seems sur- 
prising that 'Burger Time” 
type games are not common. 

taby must take the credit by 
quite a long mark for their 
Barmy Burgers, which ap- 
peared earlier last year, and 
is a very good implementa- 
tion. Ocean have attempted 
| to go a stage further in Mr. 
Wimpy (which actually uses 
Wimpy's famous logo on the 
cover) by releasing a version 
which has two separate 
parts. 

The first screen, reminis- 
cent of Ultimate's Pssst, has 
Mr. Wimpy attempting to 
assemble the ingredients. 
He mustcarry a tray from the 
leftof screen over to the right 
where there are three items 
to be collected one at a time, 
a lump of cheese and two in- 
distinguishable ingredients 
but doubtless things that put 
the ham in burger. The pro- 
blems are three manholes 
(lord knows why) which sail 
up and down and kHl old 
Wimp offif he touches them, 
and Waldo the burger thief 
who steals a tray If he runs 
into Mr. Wimpy. Waldo is fair- 


'6 





ly intelligent and tries to 
home in. 

If you manage to get all 
three ingredients back 
across to the left, then you 
progress to the second 
screen, which is the more 
familiar “Burger Time' for- 
mat. Here the layers of the 
four burgers vou must make 
are kept on separate plat- 
forms, connected at inter- 
vais by ladders. Segments of 
Bach layer are made to drop 
one platform by walking Mr. 
Wimpy over them. Kitchen 
nasties chase around deal- 
ing death and destruction, 
although they can be killed 
off by squashing them under 


| Waldo 
menace, pinching your tray, | 
| and this partofthe game can | 
be frustrating because the | 
| Control 
tunes, a fairly easy game at | 





a falling layer of hamburger, 
or by a squirt of pepper. li 


gets rid of them for 30 


seconds. You only have 3 


| squirts available unless you 


pick up the bonus icecream 
or coffee cup, which gives 
vou more chances to shoot. 
When all four hamburgers 
are fully assembled at the 
bottom of the screen, you are 
promoted to the next level. 


CRITICISM 


This is a very colourful 
game with smooth graphics 
and good synthesised 
sound. It starts off well with 
an excellent title screen. 
is an absolute 


thief is too intelligent. Good 


first, but it gets more difficult 
at higher levels. | found it 
tended to lose its addie- 





A blur of action as four quarter-pounders with cheese encounter 


Mr Wimpy. 
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tiveness after 2 to 3 hours of 
playing though. | 
The graphics are ex» | 


| cellent and use of colourvery | 


good. | liked the tunes bet- 
ween games, although dur- 
ing the game the sound is. 
rather poor. The nasties in» 
clude Sid Sos, og g, Sam 
Spoon and Pam Pickle, anda 
rotten bunch they are. Thisis | 
a fun game to play. Very 
good!" 

“The graphics are nicely 
animated and very well 
drawn, which makes Mr. 
Wimpy fun to play. Added to 
that, | think they've got the 
levels of frustration about 
dedo to make it pretty addic- 

ve. 


COMMENTS 
keys: sensible — S/X 


upidown, NIM leftright, 
A = pepp 


er 
| Joystick: Kempston, AGF, 


Protek, Sinclair 2 

intão play: responsive 
ur: very good 
Graphics: excellent 


| Sound: good tunes, poorer 


in game 

| Skill levels: gets harder |. 
each game 
Lives: 5 : 
General rating: very good. 

| Use of computer TE 
Graphics B2% 
Playability 76% 
Getting started 75% 
Addictive qualitios 76% 
Value for money 78% 
Overall 77% 
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CRASH MICRO GAMES ACTION ORDER FORM 


Telephone Ludlow (0584) 5420. 
Please send me the following titles: Block capitals please! 


Subscriber No, 
| if applicable 


Address, ....sc. 


OFF ANY ORDER WORTH 
s C) THAN P20 

Hil prices are as quoted under review Please make cheques or | Uta Ed 
headings and include VAT. Crash Micro postal orders payable to eq 
Games Acailon make-no charge for postage (CRASH MICRO, From | ori 
ad pácka Ma Customers in Europe Europe we can accept 
should add S0p per ivem for post and Sterling cheques or 
packing. Qurside Europe, please write-first Girocheques. 
O that we may advice on postage raLes, 


CRASHMICRO, FREEPOST (no stamp required), diem SHROPSHIRE 5Y8B IBR 
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A NEW WORLD OF ADVENTUREF 


BLACK CRYSTAL 


BLACK CRYSTAL 
A THIRD CONTINENT SERIES 
ADVENTURE 


lete with uti + “Black Crystal 
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arts only ai at, 
zx8' 16K er IO0R ol program 
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WHY PAY MORE FOR LESS OF AM 
ADVENTURE? 


THE ADVENTURES OF 
ST. BERNARD 
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Available for 48K Spectrum E5.,95 


VOLCANIC DUNGEON 
— A THIRD CONTINENT SÉRIES 
|, ADVENTURE 


Enter fhe realroo! o 
mis classic Fantas 
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js Elim Cl ririrnçrEs 
[Ervst: Ei | 
EANHACRESOT 
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For lhe 48K Spectrum or ZX-81 16KR 
O €5.00 
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THE CAYPT by Stephen Renton 


miar THE CRYPT. You wil 


FEAT 


Available for the 48K Spectrum at 
4.95 


STARFORCE ONE 
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Available for 48K Spectrum £5.95 


THE DEVIL RIDES IN 
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(Fast moving. machine code, all 
action, Arcade game) 


Available for 48K Spectrum £5.95 


omputer stores or direct lrom 
CARNELL SOFTWARE LTD.. 
North Weylands Ind. Est., Molesey Road, Hersham, Surrey KT1i2 3PL. 
DEALERS: Contact us for vor nearest wholesale! 


bove are available Ihrough most. good | 





"ROM CARNELL SOFTWARE 


“THE WRATH OF MAGRA” 
A THIRD CONTINENT 
SERIES ADVENTURE 





JUST PLUG IN AND USE 


Micro Speech is easy to use — 
simply plug into your Spectrum 
end TV and enjoy a new dimension; 
instant voicing of all the keys 
intinite vocabulary at your command 
ntonation to E Character to 
| range of 


IT'S AS EASY AS THIS! 


LET S88= “meirr)EE) krismus” 
will say “MERRY CHRISTMAS” 


QUALITY SOUND NEW SOUND GAMES USING MICRO SPEECH INCLUDE: 
ip aid agi through your U, Attic Attack : Lunar Jetman (Ultimate) 
5 loudspeaker, ensuring top 
quality Peço PS pera SJ, Colour Clash : Shark Attack : 3D Monster Chase (Romik| 
| Mi Fire Birds : Lunar Rescue [L yversoft) 
Br ao HE E ! | Voice Chess (Artic) | Mined Out [Quicksilva) 
Unlimited vocabulary means that STA | À 
Micro E negch can et tina e | Mysterious Adventures Part 1 - 4 (Digital Fantasia) 
it can even be made to yvodel!| '|L4 The Birds and the Bees Bug Byte) 


There 15 nothing it cannot say! | : = 
lp pd ee di hd Blastermind [Martech Games) 


Adding a new dimension with 


direct from Currah mala dA 


Send to: MICRO SPEECH OFFER, P.O.BOX 1, GATESHEAD NEB 1AJ 
or telephone: NEWCASTLE 10632) 824683 


Please send me ........... MICRO SPEECH units. 
META etear s pod Sabara a Cos ERA ARA A VALA AU dd dd dad a a aaa 


PS US aa ERRAR Pr É RECAI dE RR La 


ARE Eita e «Postcode.... 
| enclose Cite! P tal Order ARE to Micro Speech Offer” [7] RAD! ENSIVE 


VE MANUAI 
or debit my Barclaycard/Access account No. CTLLCICITITit i UAL 


| understand thar | can have my money back within 10 days Of purchase 1f | am not delighted, = EMO CA es CETTE 
Pipase allow 21 days tor delivery, 12 months parts and labour quarantes, | sat | B EVIL Ui » Es. TE 


io do ARE REaPE E ERC DRE Da VOS E AM PASTOR RR A RE PD Ret [1] 
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STOP PRESS: NEW SPECTRUM DOMINOES 16K/48K £4. 95 


FROGGY 


— ZXBI (16K) New FROGGY 16K or4sk | ZX81 (16K) 
ALL MACHINE CODE erre viro oe ancap cu | * MOVING CARS, 


ITH FULL ARCADE FEATURES: LOGS, TURTLES 
* FOUR INDEPENDENT lite = | | *ALLIGATORS, 
GHOSTS Ex do En e E | | DIVING TURTLES 
*HIGH-SCORE HALL | | Simsuthacoduns cito” NR | | + FOUR 'SCREENS' OF 
OF FAME' Pa atinge E a ie | ACTION 
| *AUTHENTIC ARCADE | 1 seo RR | | + ALL ARCADE 


ACTION ad Preste road; Giro ando hoga ari Gorila — - - : —s k FEATU RES 


Fo ta rir e rh) aa Di É TE Sr 


* TITLE/DISPLAY | E SE O * ENTIRELY MACHINE 
MODE | | Ssoeenida = CODE 


e AROS MA O sredsiaot | | onLy 4.95 INC. P&P 


LA 5 TIP 


“DEPTCM2,9 TWEED CLOSE, SWINDON, oo pg 
WILTS SN2 3PU Tel: (0793) 724317 | press gend methê folloáiag iii 
| 





Spistai PET rap or erro Apre res Pere orprse poe obter apta LL Lo 
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Trade enquiries welcome Export Drders: Please add E1,00 per tape airmail 





| Dealer enquiries: Tiger Distribution, 4 Victoria Road, Widnes, Cheshire. ond e 5 SNeauiPO. No. CM? 9 pa Close. Swim 
0351-420 8888. ] don, Wihis SNZ 3PU, 


JO SPACE WARS 

Fast and furious action. Joystick or Key- 
board control, Locate the Soiddab on-your 
galaxy scanner, Scour the star studded 
tiackness for your first sight of the ENEMY. 
Track their course and rosct rapidiy as 
they try to break away. Let them grow In 
your sights and punch the fire button es 
they come into range. 

t6K or 4BK Spectrum. 


30 SEIDDAB 
:D ATTALK 


ER no 


ita : 1 | 


The Selddab have broken through the 
Esrth's defenses and are attácking the 
citas. ou are patrolling the city streets 
in the latest Knat Tank with its surface to 
air mressiles, 

Trunding along you olgerve the tell 
tato lips of tha Seiddab as they appear on 
Your scanner, They break formation and 
scutter aecross the city, Suddenly you 
estch sight of an alien craft swooping 
over the buildings to your right. He fires 
a prsma torpedo at vour tank. “You 
attempt to dodge but the missile finds [ts 
mark, shaking your tank and leaving a 
hote in the armor. 
ou unieash a missilo and guide it 
mecurately to tha target. The Seiddab 
jexpiodes and ecrashes from sight, Fou 
hunch cuer tio controls once more, 
because this is onhy the beginning... 


delpoted Heyson Consultants soltwore E 
evaliabio Crrough John Mengios, larger 
brançhes of Boots, all lesding misto 
Exmpurter retaileco úncicotrabro stockists, 
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DON'T FORGET YOU CAN eretas ORDER Ea THE TELEPHONE 
WITH YOUR CREDIT CARD. TRADE ENQUIRIES WELCOME. 


“| anclose a cheque/postal order payabia to ARCADE SOFTWARE LTD. for 


E 'Please-chargo to my Access/Barciaycard account nó, 
"Pigase delete/complete as applicable 


Ságrature: 
Name: Mr/Mrs/Miss 
Buldress: 





SPAnoNS SOPRO 


Che Ultimate Challenge... 


Me 
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Below us the Shadow 
above us the Stars 





The Profes- 
sional Pro- 
grammer 


Enter the professional 
programmer: Steve Turner and 
his assistant, Andrew Braybrook 
have recently entered the field of 
writing software for home 
computers on a full time basis. 
Their first program, 3D Space 
Wars has reached new heights of 
realism in its graphic design and 
ingenious construction. Andrew 
Hewson writes afier his recent 
meeting with Steve and Andrew. 


Steve lives in Essex with his wife and little 
son, Mark (with another child expected 
soon). He was thirty this year, a fact that 
made Steve think carefully about his 
future and decide to take a radical and 
some would say risky step. ; 

Steve began to leam programming 
when he was about 15 years old. His 
career in computers really started when 
he-attended one of the early TOPS (Train- 
ing Opportunities Scheme) courses six 

pars ago. After this he entered the Civil 
aBrvico as a Clerical Assistant. He quickly 
became a programmer despite not having 
the necessary two years experience. He 
became dissatisfied with his work 
however and left the Civil Service to join 
one of the world's largest Insurance 
broker s. 

He worked for four or five years making 
financial developments on ICL and IBM 
mainframe computers. At first he enjoyed 
the atmosphere in a big insurance com- 
pany who insure, through Lloyds, 
everything up to Concorde and the Space 
Shutile. He became a specialist, conver- 
ting systems from other machines to IBM, 
etc. He was appointed a team leader, 
working on his own systems. 

Steve has always been interested in 
home computers, and owned a ZXB0 for 
some years. He became more interested 
in the hardware — how the chips and cir- 
cultas work and so learned about 
assemblers to help him understand more 
about it. He also tried writing games on 
the ZX80 but soon decided that that was a 
dead loss. 

When the ZX81 was introduced into the 
market, Steve decided not to buy. 
However, when the spectrum came out, he 
must have been one of the first people to 
buy the new model and despite working 
full time still, he laboured in sarnestito get 
tha most out of this new machine. He 
dreamed up some good ideas for games 
and 500n found that to achieve the effects 





he wanted, he needed new techniques. 
The games on the market at that time 
were, in his opinion, rather amateurish in 
many cases. For months, ha worked into 
the small hours of the night perfecting 
new techniques and eventually produced 
a game, uniike any thal had been written 
at that time. He submitted it to four soft- 
ware houses and three wanted to market il 
for him. 

At this point. Steve was beginning to 
feel disillusioned with rd for so: 
meone else. He decided that after spen- 
ding over half his life enjoving working on 
his home computers In his own time, he 
was ready to become self employed and 
use his talents for his own benefit. When 
Hewson Consultants offered him a con- 
tract, he decided to start working full time 
on writing software for home computers. 
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Stevo Turner 






The game he wrote, 3SD Space Wars took 
about five months to develop. Most of the 
time was spent in detailed graphic design 
and of course in developing the new 
techniques needed for this powerful 
game. Since then, Steve has developed 3D 
Seiddab Attack. This took three months to 
produce, most of which was spent design- 
Ing it. Using many of the techniques learm- 
ad with 30 Space Wars the actual writing 
took less time than ils predecessor. 

Now Steve |5 concentrating on another 
new game, called Lunar Attack. So far 
has taken three months development and 
involves a lot more than either of the two 
previous games, because Steve is using 
the full potential o! the 48K Sepctrum for 
the first time. Previous ly, the graphics had 
been compromised so that lhe games 
would run on a 16K Spectrum: 

Steve has other ideas which at this 
stage he is not prepared to divulge. The 
market for home computer software, 
Steve feels, is going to change, and he 
would like to see the whole standard 01 
sofiware improve. He would like to ses 
more arcade quality programs, profes- 
sionally produced and less amateur — 
baste go seg which makes up so 
many at present. The public has often In 
the past been disappointed by the pro- 
grams which have not matched in pertor- 
mance the pretty pictures on the boxes. 

In the future, Steve thinks that people 
willexpect more and more from programs. 
He expects more powerlul programs with 
more depth — more like novels than sket- 
ches. He sees the welding of the graphical 
and word type adventure game, so that 
players can continue for hours with the 
same program. At present adventures 
games farely have any graphics — 
perhaps just stills. Steve sees no réason 
why far better graphics cannot be incor- 
porated. In the long term future, Steve 
predicts a major revolution In the enter 
tainment industry. This would involve in- 
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teractive entertainment: Instead of wat- 
ching a film, you'll be able to take part In 
the film and help set the course of it, The 
film and TV industries will have to work 
with the computer industry. Already In the 
US they are starting to use later disc 
technology for the storage of pictures. 
This forms a background to the storyline 
which Is handied by a computer. 

As a force on the market, Steve soon 
realised that his impact would ba greater 
H he could employ others of his own 
calibre. He also would find it beneficial to 
be able to bounce ideas off someone with 
the same technical expertise. So he in- 
vited 23 year old Andrew Braybrook to 
work with him. 

Andrew worked at Marconi in 
Cheimsford, where he was a trainee pro- 
dai in the computer centre. Using 

MS, CICS and Cobol, but few 
assemblers, he worked with a sulte of 
IBMs. After four years he had become a 
trainee analyst and programimer. He had 
always written computer games in his 
apare time, using Cobol to throw up 
games rather than text on the firm's com 
puters. | 

After two years at this job, his Dad 
bought Andrew a ZXB1, and he began to 
dabble in Basic. Andrew bought himself a 
Dragon 32 which he found preferable with 
lts better keyboard and colours to play 
with. He saw Steve Turmers work and 
became interested Init. He began to try to 
coltate his Ideas on the Dragon to see 





what could be achieved, 

Three months ago Steve offered An- 
drew the chance to join up with him in his 
business and Andrew took it up without a 
second thoúght. Now his computing skills 
are more obvious and appreciated than 
when he worked In a big company, which 
gives Andrew a lot of satisfaction. 

Steve and Andrew find that in the first 
stages of designing a game, they work 
mostly individualiy, with a strong com- 
petitive spirit to produce the best idea. In 
the final agro of game design they work 
together with plenty of discussion as they 


fine-tune their games. Steve works for the 
most part on the Spectrum, whilst Andrew 
works on the Dragon, They are each ex- 


perts on their own prefered machines, yet 
don't really know each others machine. 


On the whole, Steve does most ol the 


graphical design work and Andrew works 
more on the programming techniques. An- 
drew feels that the market for Dragon soft- 
ware is very undeveloped with plenty of 
room for his exciting programs. 


Design is problematlc. It is not mic to 
dream up a good idea. Steve doesn't think 
kt is the sort of Nuno you can teach 
anyone. He doesn't think there are any 
rules. He wonders if in the long run ft 
needs a different sort of person to come 
Up with the ideas. He gets some of his 
ideas from the pub on a Sunday! 


Steve is quite happy to leave the distribu- 
tion and marketing to the experts at 
Hewson's, so that he can concentrate on 
the artistic part of producing tha games. 
He feeis that the talent needed to come up 
with these brilllant games is perhaps not 
the same as that needed by a skillad artist, 
but that perhaps the home computar 
game is a difficult medium to use with just 
as many challenges as paint and canvas. 
Ultimately we like to see something nice 
on the screen. He wonders if one day his 
work will be displayed as 20th century an 
In art galleries? | wonder what games will 
emerge when Steve enters his abstract 
period?? 





Head for 
the Star 
zone 


At the 9th. ZX Microfair in December, Star- 
tone's game Zaxxan caused quite a stir 
when il appeared on the Crash Micro 
Games Action stand. The game on which 
itis based is, of course, the famous arcade 
3D scramble game Zaxxon. Since it show- 
edupin Britisharcades (and rarely at that) 
Zaxxon has become a bitofa cult. Natural- 
ly Spectrum owners were sagerly awaiting 
the inevitable appearance of a version for 
their machine. Months went by — nothing. 
Was everyone Ns ge of doing whal 
would be a very difficult program on the 
Spectrum? |t seemed so. But then a brand 
new name, Starzone, appeared with a 
small black and white ad for their Zaxxan. 

Starzone is not a big, financially well- 
heeled company at all, in fact they ara four 
young men with an average age of only 
17.5, and Starzone, which has operated at 
a profit and continues to do so, was 
started with hardly any money at all. David 
Cowell (the oldest at 19) disarmingly told 
us that the basic Idea had been to raise in- 
surançe money for cars, which could be 
done cheaper through a company! David 
refers to himself as Starzone's Co- 
ordinator. Tim Lake (18) is the Advertising 
and Promotions manager, which leaves 
brothers Tim Mardon and Niai Mardon. 
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bottom: Tim Lake and David Cowrell, 


Tim, also 1B, describes his function as a 
sort of atcountant, whilst the youngest of 
the group, Nial (15) is the senior program- 
mer. ltwas Nial who wrote Zaxxan. 

The three older members are between 
school and university and intend continu- 
ing with their education despite the com- 
pany, while Nial is still at Abingdon 
school. às they talked, it became ap- 
parent that the common link is Abingdon 
School (near Oxford), where the other 
three were also in attendance. One of their 
ôther games, Dalek Dan, has been written 
by another pupil at Abingdon, Malcolm 
Selmon2Z. David added, rather 
apologetically, that the third game, River 
Raider, just happens to be by another Ab- 
ingdonite. We began to suspect that Ab- 
ingdon is trying to rival Liverpool as 
Silicon Chip Hill! 

All four members of Starzone have com- 
puter programming experience but Nial is 
the most experienced in ZBO machine 
code. He used to own a TRS 80 and had 
developed a 'Scramble' type game for it, 
but when the Spectrum came oul he 
bought one and the first program done for 
It was Zaxxan. às the TAS 80 and Spec- 
trum both work on the ZB0 processor, 
there was little problem for Nial in adap- 
ting to the needs of the Spectrum, 

caxxan was In fact ready quite some 
time back, but the boys' 'A' levels held up 
operations, só that the game was only 
ready to market in September. Test ads 
proved there was a market for , and now 
they have commissioned full colour art- 





work for the inlay cards. 


Meanwhile Nial ts working flat out on a | 
new game with the working title of Super 
charger. W's a “Pole Position' type game. | 


At the ZX Microfalr they had a good 
chance to look at all the various com- 
petitors in the field and decided that no 
one has yet come up with the definitive 
Spectrum version. Nial is 'sub- 
contracting' the title screen and sound ef- 
tects, which are intended to be spec- 
tacular, and he is alming for a highly 
playable game incorporating features like 
nnnBack bridges, tunnels with only 
headlamps seen, a suspension bridge, 
hills, bends, an ambulance to watch out 
for, and the best 3D perspective view yel 
seen, There will be a hi and lo. gear change 
with ice on the road as an extra hazard to 
the other cars. He's also looking into the 
possibility of rain dação mackin- 
toshes with every cassette perhaps?) 
Meanwhile the Starzone team — a very 
calm bunch too — sit (metaphorically) and 
wait for the reaction to Zaxxan. They gota 
mixed reception at the ZX Microfair with 
people either loving It or complaining it 
wasn't enough like the original. “People 
are very unrealistic in their expectations 
ot the Spectrum, sald David Coweil 
philosophically. But their Zaxxan remains 
the only verston, and it's a very good one. 
Let's hope University doesn't entirely 
swamp their programming energies. We 


mustmt be complacent, we need new | 


writing talent all the time. 
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EXCLUSIVE! 


A FREE 
NOT TO BE 
MISSED 
COLLECTORS 
ITEM! 


















Inassociationwith IMAGINE, 
we are giving away a free, 
full size colour poster which 
shows the “Arcadia” landing. 
The poster has been specially 
designed by Imagine's art 
department for CRASH 
readers and is an exclusive, 
limited edition. So don't 
miss out on next month's 
exciting issue ! 
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Scuba Dive 


| Producer: Durell 
Memory required: 48K 
Retail price: £5.50 
Language: Machine code 
Author: Mike Richardson 


With their latest release, 

|, who brought you Har- 
rier Attack and our Establish- 
ed Game of the Month in the 
last issue, Jungle Trouble, 
claim for it that It sets a new 
standard for animated 
graphics for the Spectrum 
computer. A rather high- 
handed claim, but one that 
| Seems amply justified by 
| Seeing Scuba Dive. If you're 
one of those people who 
squirm with primordial hor- 
for at the sight of Greai 
White sharks, then stay well 
clear of this game! The state 
of iv cn Ea in this 
highly original game Ss every 
bit as as anything you 
Will see in the arcades, and 
the jaws agape sharks look 
pretty real. 





Dive is to leap off your boat, 
dive down and collect pearis 
from oysters on the sea bed. 
If you think it sounds easy 
forget it! This Is no game for 
beginners of the arcade art. 
| Forastartoff, thesea is alive 
with fish of all shapes and 
| sizes, from giant sharks and 
Squids right down to tiny fish 
swimming in shoais, and if 
you've ever fallen for Jac- 
ques Cousteau's line that 
they are really very cuddly, 


Ou can forget that too! | 


hese guys are all killers, 
When you press the ap- 
propriate key, one of vour 
three divers leaps out of the 
boat and can then be guided 
| down to the rocky sea bed. |f 
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A plethora of fishy animation in Scuba Dive. 
The basic object of Souba | 


he runs into It he gets knock. 
edoutfora few seconds, and | 
killed if It happens im- 
he pearis 
can be collected only from 
open oysters. To the right of 
| the display area is a status 
section which records how 


mediately again. 


Much oxygen is used up. lt's 
replenished by surfacing and 
finding the boat, which 


wanders off on its own. Only 
by touching the ladder at the 


rear of the boat are you safe- 
ly aboard and' ready to dive 
again. 

Also on the sea bed, are 


| hollows, actually openings 


to undersea caves. These are 
protected by an OCtopus, 


whose waving tentacles | 


allow a precarious access. 
Should vou get through, the 
bottomofthe cave is covered 
with- giant clams, whose 
pearis are more valuable, but 
the clams have a nasty habit 
of snapping shut en vou! 
This 
hollow accesses to deeper 
taves protected by an de 
topus each. The deepest 
Caves contain treasure 


| Chests and also spare ox- | G 
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Ygen bottles to keep vou go- 


ing. And that's it. You score | 


points for pearis brought to 
the boat but if you get knock- 
ed out or eaten, you lose the 
pearis nos may have col 
lected. The four skill levels 
affect your scores, numbers 
of sea creatures, Oxygen 
supply and the speed at 
which the octopusses move 
as well as other details. 


CRITICISM 


“This is an original game 
with excellent colour and 
graphics, although it's a 
Shame about the almost non- 
existent sound. The fishy 
graphics are fantastic (one 
tends to get into trouble 


cave in turn also. has | 












while admiring the various 
forms' of marine lifer'! The 


game isn't very addletive, 
and | would have thought 


theré could have been more 


to do like harpooning sharks, 
but anyway, | liked it!" 

“The detail of the antas 
is quite staggering. Not onty 
are they large, but they're 
also realistically very small. 


The sharks have a lot of 


frames to make the move- 
ment work, including a very 
900d turning action. The 
ame is full of nasty touches 
ike the giant felly fish which 


float on the surface ano hide | 


behind the boat waiting to 
catch a diver as he jumps off, 
The diver's movement, too, is 
just wondertul, both in diving 
off and in swimming. A bit of 


| Continous sound, the efiec! 


of breathing bubbles 
perhaps, would have been a 
help, but to be honest, this 
pao doesn't need much 
eip. Like Jungle Trouble | 
found it to be immensely ad. 
dictive — it should probably 
be banned às a health risk 
before it has time to take off! 
reat | 
Despite the simplicity of 
the controls (user-defined 
keys too) this is not an Easy 
game to play, and on the 
higher skill levels it's 


downright maddening. This 
really shows what a bit of 
dedication can do in turning 





Battle 1917 


Producer: C.C.S. 


"Memory required: 48K 


Retail price: 26.00 


| Language: Basic 


Author: Mark Lucas 


The author, Mark Lucas, won 
the Cambridge Award for 
writing this program. The 
competition is run by C.C.S. 
in conjuinctiuon with the 
magazine Sinclair User, and 
the Award plus £1000 goes to 
the winner, and of course the 
winner receives the satisfac- 
tion of seeing the program 
marketed. Battle 1977 is like- 
ly to prove popular with 


| Wargamers and parhaps with 


chess players too, as thereis 
a resembiance in part. 

The board, or war zone, is 
laid out with the opposing 
forces at the top and bottom 
of the screen. Each side has 
a King in the centre, pro- 
tected by artillery and flank- 





| accelerate and break. As 
| Preprogammed very 


| hi-scores and then load 


Use of computer B9% 
' Graphics 98% 
Playability 90% 
Geiting started 89% 
Addictive qualities 90% 
| Value for money 98% 


| ed by tanks, cavalry and In- 


' move as a 


"Taln. 


| the screen tells each 





apectrum graphics into 
something to be proud of. 
The game is also about as 
addictive as any around I've 
played recently.' 


COMMENTS 


Control keys: rotate 
clockwis tanticiockwise, 


Sensible, but may be used- 
defined to cope with almost 
any joystick 

Joystick: with user-defined 
Keys you can set up for 
most joysticks 

Keyboard play: once you get 
the hang, very responsive 
Colour: excellent 

eb words fail 


Sound: poor 

Skill levels: 4 

Lives: 3 divers 

Features: a neat feature 
enables you to save just the 


them in to continue 

General rating: highly 
recommended and excellent 
value for money 


Overall 


fantry. Each unit, except the 

King, is subdivided into four 
characters. The characters 
| roup, but can 
easily pa split up by the ter. | 

ach unit also has a 
fighting strength and a 
movement allowance. 

The battlefield, 27 by 32 
squares ed is dotted with 
obstacles like rivers, forests, 
barbed wire and minefields, 
Tanks aren't bothered by 
wire or trees, but cannot go 
through water. The rest can't 

O across any obstacie. 

inefislds have a percen- 
tage chance of exploding 
when contacted. In addition 
to moving around, the ar. 
tillery can fire in any of the & 
compass points desired, 
although extreme short 
range runs a risk of self 
destruction since shots may 
not land on the exact square 
they are supposed to, 

A prompt at the bottom of 
player 
which piece is to move next 
and reminds him or her how 
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many squares it can travel 
and asks for the direction 
wanted. When one player 
has moved all his pieces, it is 


the second players turn. | 


When units of opposing 
forces meet, baíitie ensues 
andis won or lost by adding a 
random figure for each, from 
one to five, to the unit's of- 


ficial fighting strength. The | 


higher figure wins. The aim 
of the game is to kill off the 
oponent's king. 

Directions are inputted us- 
ing the numeric keys 1 t08, 1 
being North and 8 being 
North-West. There is an om- 


screen compass promptasa | 


quick visual aid. 
CRITICISM 


'H chess appeals to yOU, 


a might like this, although | 


hasn't got the same sort oí 
tactical clarity as chess. | 
thought the graphics were 
rather average and the 
moves and goings on rather 
slow. At least it does allow 
two people to compete 
against each other — really 
the computer is only used as 
a playing board and score 
keeper. It might have been a 
good idea to have a single 
Player versus tha computer 
option — after all you have to 
have an oponent also ad- 
“dicted to play properly and 
that's not always so easy. 


lt does take quite a long | 


time to play — but then, 80 
does chess. Whether it's as 


good as chess, 'm not s0. 


sure. Ithas more variety than 
chess but also a strong ele- 
mentof luck as to who wins a 
battle. This does rather 
destroy the tactical value 
somewhat. lt certainly isn't 
what vou would call an ad: 
dictive game, and [think you 
would have to play for some 
time in two before deciding 
whether it had rea! lasting 
value as a game. 

'Definitely a game for the 
strategy, wargamer freaks. 
Em sure it has lots of scope 


for them. It left me cold as | | 
never quite know how to take | 


this sort of game. The 
| graphics are pretty good, 





worldwide devastation. The 





although only character 
squares which vanish in one 
spot to reappear in another, 
nothing is really animated. It 
does have very amusing in- 


structions in the 2-part load | | 


which involve some 
graphical shenanigans.' 
COMMENTS 

Control fo 1.8 

Colour: quite good 
Graphics: fairly small but 
recognisable 

Sound: very little 

General rating: good of its 
kind, but a specialised taste 
Use ofcomputer 75% 
Graphics 54% 
Playability 58% 
Getting started 65% 
Addictive qualities 55% 
Value formoney 68% 


Overall 63% 


OMEGA RUN 
Producer: C.R.L. 

Memory required: 48K 
Retail price: £5.95 
Language: Machine code 


Author: ;Richard 
Brisbourne 





We're at war again and | 
fanatical elements have seiz- | 


ed control of a heavily 
defended complex contain- 
ing the ultimate nuclear 
deterrent, a Doomsday 
device constructed to cause 


timer on this bomb has 
already started and is set to 
explode in twenty-five 
minutes. You must pilot your 
fighter bomber to the 
building and destroy It. 
Omega Run hovers bet- 
ween being a flight simula- 


tion and a straightforward | 


game, but in the end, due to 


the fantasy nature of the | 





[4248K SPECTRUM 


1984 
THE GAME OF 
ECONOMIC SURVIVAL 


THE BRITISH ECONDMY WITH TOU 
| AT THE CONTROLS! WHAT SORT 
DF CHANCELLOR WOULO YOU 
MAKE WITH SEVERAL BILLION 
POUNOS TO SPEND & FIVE 
YEARS TO THE NEXT GENERAL 
ELECTIDN? GRAPHIC DISPLAYS, 
HISTOGRAMS & AN ANNUAL 
| PERFORMANCE RATING ARE ALL 
INCLUDED TO SHOW HOW YOU 
ARE DOING. HOW MANY TEARS 
WILL YOU LAST? 


FREE INSIDE: Pocket Guide to 
Running Britam | 
NDOOS [5.50 






MOUNTAINS EN MON gIANINAS 
OF KET | sê 
A MONSTER DF AN ADVENTURE Rolido Dc 
PROGRAM! COMBAT, INTER— ka po 


ACTIVE BEINGS, MONETARY 
SYSTEM, MAGIC, EDGAR, SAVE! 


' | é TR | 
LOAD FACILITY PLUS MANY - 1E a 
OTHER FEATURES. o sê ju 
As well as being a fast ingemious | E dg 1 
compeling adventure in itself-the 7 Cl cw to 
Mountains of Ret is the first of a 3 Ns pd 
part series that budds into a e MS A N 
mammoth adventurers challenge. 4a | 
Incentive: lt could be adventageous | E pe 
if you achieve 100%!! pe a asi 
NOD2 550 aÃ did 
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SPLAT! 
ARCADE 


ONE OF THE MOST ORIGINAL 
ANO COMPELLING ARCADE 
GAMES EVER PRODUCED! 
STARRING ZIPRYE 


“SPLAT some ol the most 
addictive games | have ever played 
on the 48K SPECTRUM, ht is 
certainhy Jhe most oreginal 
Computer & Video Games 


| NOW AVAILABLE FROM WH SMITH 


AND BODTS. 
4BK SPECTAUM CHALLENGE 
EE APR RR AREAS LTD NOO! Es 5 
All programs run in the 48K ZX SPECTRUM and are avadabie from all 
good computer shops. In case of difficulty please order direct using 
the coupon below. 
Please send me (tick boxes) required) 


1984 0]  MOUNTAINSOFKET [] SPLAT [] 


fu at E5.50 each tinclusive ot VAT and 1st class postage!) 
ordebit my Áccess Account No 


| enclose cheque /P.O. for f 






Name 
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| Address 
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INCENTIVE SOFTWARE LTD, 54 London Street, 
SL) Reading RG1 480, Tel: Reading |0734)591678 





based on anything actual, 


a game heading. 


fields, which shoot beams 
up into the sky, and which 


toair missiles, which are 
more frequent lower down. 


aircraft carries insufficient 
fuel for the run, so you must 


in-flight refuelling. 





compass with your heading 


which is kept centred for an 





| tankeritarget indicator, and 
three bar codes for fuel level, 
ammunition level and 
"damages status. There is 


é 
É 


ing of enemy fighters with 
message display. 


CRITICISM 


Omega Run' has an ex 
| cellent on-screen introduc- 
tion, which not only 
describes the object of the 
game fully, but 
|[demonstrates the In- 
struments, how they work, 
and what the cockpit view 
looks like when you are fly- 
ing in various aspects. AI 
the instruction screens 
dissolve one from another 
like in a film, and whenit's all 
through you can then alter 
the conditions, like distance 
to target, numbers of enemy 
| fighters and laser fields, and 
target run up. 


SO  alMewsfinid Publication 


mm 0 CU da 


scenario and the fact that 
the instrumentation is not 


we decided to slot this under 


The screen displays a 
| wide cockpit view with In: | 
struments below. The 
enemy's defences are pro- 
Gigious and consist of laser 


"must be avoided by dodging 
around them; fighter airçraft, 
which may be dodged but 
Should be shot down other- 
wise they just keep on your 
tail, anti-aircraft fire which | 
homes in on you If you fly 
above 350 feet; and ground- 


Another problem is that your 


rendez-vous with a tanker for 


Your instrumentation pro- 
| vides a clock with minutes 
“and seconds left before the | 
Doomsday bomb explodes, a 







indicated, an altitude meter, 
a tankeritarget locator, 


accurate heading, a miles-to- | 


also a rear view screen warn: | 





Lining up à shot on an enemy 
fighter. 


ft keeps you on your toes 
okay, fighters, lasers, ack- 
ack, missiles, all coming 
thick and faster as you near 
the target, which is a red 
block. The instruments 
simplify your task and are 
very well designed. | liked the 
view, a dark blue, flecked 
with white, as though you 
were flying over the sea at 
night. The sky seems to light 
up when the AA guns are fir- 
ing at you. Perhaps it's ask 
ing too much, but it would 
| have been nice to see enemy 
alrcraft firing back at you! As 
it is, the screen flashes when 
they are, | found it highly ad! 
dictive to play with plenty of 
scope for improving skill. 
What would be good in one 
of these flight games, is If 
they used a perspective grid 
to indicate the ground in 
lieu of any realistic land: 
Scape, that woulo' really in- 
crease the feeling of speed.' 


COMMENTS 


Control keys: cursors and 
zero to fire 

Joystick: Kempston, AGF, 
Protek 


| Keyboard play: very 
| responsive 
| Colour: very good 


Graphics: very good, with 
effective 3D 
Sound: good effects 


Skill levels: 5 selectabie, 


with additional 
customisation 

Lives: percentage of 
damage allowed 
General rating: playabie, 
addictive and 


recommended. 

Use ofcomputer 78% 
Graphics 90% 
Playability 83% 
Getting started 96% 
Addictive qualities 82% 
Value for money 908% 
Overall 











MAGIC 


'MEANIES 


Producer: C.D.S. 

Memory required: 16K 
Retail price: 5.95 
Language: Machine code 


This game is à good copy of 


| an old arcade favourite, on 


the whole a not much copied 
game as vet. Blaby did a ver- 
sion, called Gold igger, and 


in most respects this is very 


similar, although it boasts a | 


rather splendid continuous 
music sound track. 

The object of the game is 
to control your little wizard 
Meltec through underground 
caverms which he himself 
creates as he goes. Dotted 
about are lumps of lead, 
resembling blue diamonds, 
which are to be collected for 
points. There are also red ap- 
ples (underground?) which 
can be pushed along an ex- 
isting tunnel and made to 
squash the meanies by drop- 
ping them down a shaft, or 
one can be used to block a 


' tunnel by undermining it. | 


Meanies can also be killed by 


firing one of your five crystal | 


balls at them. Killing 
meanies adds to your points. 
There's also a cherry on each 
Screen which must be col- 


| lected. This goes wandering 
| about the place in a most 


distracted, not to say 


“distracting manner. 


Clearing a screen of lead 
and cherry takes you on a 
level to more meanies., 


CRITICISM 


'Culting out the story of 
wizards good and evil and 


' dark ages when they spent 


their efforts obtaining lead 
to transmute into gold, 
which sounds like an adven- 
ture game, Magic Meanies is 


an arcade game. It's only a 


Hot on your tail come the Magic Meanies. 





| to play” 


easy to play, requi 
| CDS 


| responsive 


| difficulty 
Lives: 3 

| General rating: above 

“average. | 
Useofcomputer 60% 
Graphics 45% 
Playability 68% 
Getting started 58% 
Addictive quiities 60% 
Value for money 55% 
Overall 58% 

























reasonable game, but it's fun 


The graphics are quite | 
small, one-character size 
and they move quite jerkily, 
but they are called on to do 
very little, since much of the 
game's attraction lies in the 
skill and quick thinking re-- 
quirea, Once on the move 
your man can onty be stop- 
ped by running up against an 
apple, or by constantly rever- 
sing his direction. It's a sim- 
ple game but manages to be 
acdictive in playing. Nice, 
bright colours, and an insis: | 
tent and continuous music 
track that can be turned offif 
it's driving anyone else 
mad! - 

Despite the simplicity of 
this type of game, it isn't 

ring quick 
reflexes. S. have also 
provided nine playing 
speeds as well as rising skill 
levels. At the slowest speed 
the game can become a bit 
repetetive, but at medium 
fast it is quite demandina. 
The highest speed level is. 
sheer madness. Falrly addie- 
tive, and a good version. 


COMMENTS 


Control keys: Q/Z up down, 

IP leftright, M fires 

Joystick: Kempston 
eyboard play: very 


Colour: average 

Graphics: small, 
|-characters size, but quite 
tast 

Sound: good 

Skill levels: 9 speed, rising 
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GET, LIQUIDATED: 


Introducing five great new games from created Abyss - a feast of excitement 
CCS guaranteed to give you plenty of and hidden danger for those who dare 
trouble. defy the evils to be found beyond the 


| Mountain of the Golden Lion. 
You Il get no peace in the prohibition & 
days of Gangsters - if the cops don't get 








So if you want trouble —- we ve got 


you, your rivals will. Iry keeping your the games. 

head above water in Brewery - a game all 

about liquid assets. We'll try our All available for Spectrum 48K at £6 
hardest to sink you in Plunder -— (Abyss £5). Selected titles available 

a world of Elizabethan piracy. And from W.H. Smith, Boots, Rumbelows, 


we're sure Battle 1917 is more than a 
match for anyone —- it should be - it won 
the Cambridge Award. 


| and all good computer shops 
or 





Cases Computer Simulations Ltd,, 
As if that's not enough, we've even 14 Langton Way, London SE3 7TL. 
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CC Strategy Games. 
«S They're no pushover. 
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(ÍMAGINE-ATION 


| continued from page 24 


[ocked away to work on 
| Bandersnateh which should be 
ready sometime around May. 
When the game is finished il 
gets 'play-lested' by a panel of 
local games players which 
Imagine uses. Their 
recommendations will then be 
used to make alterations to the 
game before it can be released, 
From the quiet, carpeted 
'splendour of the main office, 
Bruce Everiss explained that 
imagine have had to employ a 
"Tot of top management experts 
ih recent months to guide the 
company as if expanãs. 
Batween these new managers 
there are a lot of degrees in 








ATIC ACRASH 


“Lam writing to you tor advice. | 

“wouldlike to know why, wher | load 
ATIG ATAC withmy Currah 
Microspeech unit plugged In, the 
game crashes when | press O to 

| Btart, The Currah advertisement 

states that ATIC ATAC and LUNAR 
JETMAN are usable, LUNAR 

-SETMAN works, so why dossn't 
ATIC ATAC? Hope you can help ma. 

M. Beynon, Ayton, Tyne & Wear. 


[think df you read through the review 
om the Currah Microspeech unit in 
this issue, you will be able to ses 
why ATIC ATAC crashes when 
played with the unitinthe 
Spectrum. Um onty a key pusher 
myseil, and | don T know whal goes 
on inside these things al all! What's 
mare surprising is thal the Currah 
ad does state that ATIC ATAC Is 
compatible, Til check into this, but] 
Suspect the reason is simpiy that 
agreemenis were reached belween 
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sclance, psychology and 
business management, They 
know an awful lot about 
computers and software, but 
very little about games. To fill 
in this qa in their expertence it 

CRASH Magazine is 
being used as a training 
manual! 

Just as Epstein and the 
Beatles created an awareness 
in Liverpoo! and then 
throughout the world about 


| popular British music, so the 
| guiding hand of Bruce Everiss 


and Imagine have created an 
awareness first in Liverpool! 
and now throughout the morid 


about British games software. 





continued from page 10 


the Currah people and various 
Soltware houses lhal certain games 
would use lhe facility, ATICATAC 
was a little delayed in its release, 
and | think there may have been 
alterations made at the las! moment! 
to Fitthe program into 48K which 
made it impossible-to play with the 
Microspaech unit. But of course, by 
that time the Currah ads were 


already in magazines. 
LM 


WHY SO MUCH? 


Why do software houses have lo 
charge so much for their software 
tapes? Mos! tapas are priced around 


| five to-six pounds, for that you 


usually gel a few minutes of tape 
with a program recorded once or 
twice on each side. For around the 
same price you can purchase a 
music cassette with much more 
value for money. 

- Congratutations, CRASH is 
tantaste, Il |5 just whal people need 
to read before they sperd their 
money on computer tapes. 

S. Hall, Blackbrook, Derbyshire. 


ft ian't really fair to Compare a music 
cassette with a software one, Even a 
reasonabiao music album.is 
expected to sell abóu! half a million 
copies in its lite time — chart 
toppers sei! several times thal. 


[HETTERS DDD) DDD > 


| According to unofficial figures 


approximately 25 million soliware 
casseilos were sold in the last 12 
months or something like the 
aquivalent of 15 top selling music 
albums. Às you know, tharo were 
many more than 15 Spectrum games 
last yasr! What Il means, is thatan 


“individual titig, evarn a popular one, 


isn É selling im the quantities & 
music cassette sells in, and don't 
forget, the majority O! Spectrum 
cassoltes are sold only in the UK. 
New lt you look art how the 'cake is 
Slicoo up, às they say, lake & lape 
costing E5.85, Knock ol the VAT io 
leave a price of E5.17. Of course the 
soliware house doesn | get that — 
by the time the retail shop, 
wnolesaler and distributor have 
taken their cul the software house 
receivos about 40% of the price, Or 
EZ07 OF this they must dock the 
cost o! duplication, cassetie and 
box end intay printing, say 50p. Then 
they are paving the author a nó yalty 
on the selling price of feng á 10% 
(520) which legves them vith ELOS. 
Out of this profit must coma lhe 
cost of advertising and the overhesd 
costs associated with running any 
business like salaries, rent etc. As 
vou can imagine, at the end ol the 
day the software house Isn't leit 


| with all that much. Of course, If they 


coulo sell a million on one title 
pda H might be a different picture! 
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Fighter Pilot 


Producer: Digital 
Integration 

Memory required: 48K 

| Retail price: 27.95 
tanguage: Machine code 
Author: Dave Marshall 


If you have ever hesitated 
over buying a flight simula- 
tion program on the grounds 
that dt will be too stow to 
make an interesting game, 
Fighter Pilot will probably 
change your attitude (or 
should that be altitude)? This 
simulation moves at B02 
knots (at sea level, full 
reneat) and can create total 
anic at à moment's notice! 
ne game allows one player 
to control a jet fighter plane 
in several modes, which in- 








airto-air combat. 


nell Douglas F15 Eagle with 
2 Pratt & Whitney F 
100-PW-100 turbofan power 
plants, and the program 
writers claim that the simula- 
tion is as realistic as limita- 
tions of the computer allow. 
| When lbúaded you are pre- 
sented with a menu; 1) Lan- 
ding Practice 2) Flying Train: 
ing 3) Air-toA&ir Combat prao- 
tice 4) Airto-Air Combat 5) 
Blind Landing 6) Cross 
Winds & Turbulence 7) Skill 
levels B) Control selection. 
Before we take a look at 
the options. more closely, 
let's examine -the alrcrafi's 
equipment, In the centre of 
the instrument panet is the 
Artificial Horizon, showing 
the roll angle and pitch 
angle. An aircraft symbol 
rotates to show wing angle 
relative to the groung, and a 
moving tape In degrees in- 
dicates whether the aircraft 
5 a nose up or nose 
down. 4 
flying nose up, when It's 


eftt of the AH is the speed in- 
| dicator in knots. To the right 
is the Altitude in feet and 
below is the VSL — Vertical 
| Speed Indicator, which gives 
rate of climb or descent in 
feet per second. Below the 
| alrspeed instrument are the 


elude landing, taking-offand | 


Your machine is a McDon- | 


Peron nose down. To the | 


flaps, and below the AH is 
the engine thrust indicator,a 
bar scale running from 0% to 
100% with a red section for 
reheat. This boosts the 
engine but uses up much 
more fuel. There is also a 
radar and compass with 
beacon selection, and an IL- 
o Flight Computer. The In- 
strument Landing System of- 
fers runway approach 
guidance or itcan be switch- 


| ed to Flight Computer to 
show your precise ground. 


position from any beacon 


| within a 6 mile radius. Italso | 
indicates the altitude of an | 


enemy aircraft when in com- 
bat mode. The remaining in- 
struments are a fuel 'guage 


| and beneath It, the undercar-. 


riage indicator, showing up 
or down, 

To control your alreraft 
there are fifteen control 
keys, although fortunately 
these are not used all at 
once! Joystick left, back, for- 
ward and right is controlled 
by the cursors (or by a 
joystick!) and CAPS SHIFT/Z 
moves the rudder left and 
right. QIA increases or 
decreases engine thrust, 


WA puts the flaps up or 






Air-to-air combat in this BO0 knot-fast simulation. 


down, U raises and lowers 
the undercarriage, B puts the 
brakes on and is indicated on 
the instrument panel asared 
light. N selecis the next 
beacon and M switches the 
cockpit viaw to a map. SY'M- 
BOL SHIFT switches bet 


 ween ILS and Flight Com: 
hen it's blue you're | 


puter, and finally zero fires 


the guns when incombat. 


mode, which is selected by 
pressing G. 

Back to the menu. Selec- 
ting Landing Practice im- 
mediately positions you at 
1700 feet and 6 miles from 
touch down with the under 
carriage down. In Flying 
Training you are on the end 








of the runway and ready to 
take off. Airto-Air Combat 
Practice positions you two 
miles behind an enemy air 
craft and you catch up, 


| select combat mode and 
"open fire when he appears in 


your sights. The enemy will 


"hot fire back — at least, not 


until you opt for stalghtfor- 
ward Alr-to-Air Combat. In 
this scenario you must de- 
fend four airfields, you are 
scrambled, must locate the 
enemy with your radar and 
engage. He will lock on to 
you when there is less than a 
mile and 5000 feet altitude 
difference between you. 
Four strikes from him is 
tatal. If you break off the 
enemy will pursue his mis- 
sion once again, and you 
may find the airfield damag- 
ed, The remaining option, 
Blind Landing, renders your 
viowscreen useless, and 
forces you to land on ln- 
struments only. 

There are three skill levels, 
Trainee/lSquadron 


| LeaderiÃce to choose from. 


Kempston, oinclalr, 


| AGF/Protek joysticks or 
keyboard are selectable. 
he display through the 


windscreen is fairly simple, 
green ground, blue sky. The 


other features are the run | 


ways of the four air bases 
named BASE, TANGO, 
DELTA and ZULU, These are 
seen in full, correct perspeo- 
tive with centre lines, 
distance markers and end 
lights. Additionally, you can 
ses enemy aircrafl as you ap- 
proach, also in full perspec- 
tive. The tape is accom- 
panied by very clear instruc- 
tions and technical details. 


CRITICISM 


'À full evaluation of 
Fighter Pilot, would take an 


“ty fast. Very good resolution 


= | COMMENTS 


| Control keys: see review 
| Joystick: see review 





age as theprogram has enor- 
mous potential for playing. 
Also, flying my F15 was not 
an easy task, The set up for 
landing sounds soothingly 


simple. But in eight initial at. 
ved with | 
loss of all aboard! | had a go | 
“at a dog fight. It took some | 


tempis we nose-di 


time to find my enemy — get- 
ting the hang of banking and 
ppelásit, takes time — but 
when | did we had a jolly time 
and | went down in flames 
after a few hectic seconds. 

Em going back for more!' 
The map facility is ex- 
celtent in this game, An ad- 
vantage is that you can 
switch to map without losing 
your instruments — you can 
see where peu are and keep 
er important at 


aura: rat 

DO knots! The map provides 
a scale, locations of the air | 
| Helds and their beacons, 


which can be selected by 
number to get the correct 
heading, and it shows two 
ranges of mountains with 
their heights. What struck 
me about this simulation is 
its overall speed. You can sit 
back and relax to some 
degree on the longer training 
flight, but mostiy it's hard 
work and it all happens pret- 


on the graphics and instru- 
ment diusplays. 
'Definately the best 


simulation for the Spectrum | 
vet, and one of the most ex- 


citing to play. Key control isa 


fraction slow, you have fo | 


keep a key pressed for 
results, but with so many 
keys that's not surprising. 
What does work well is that 
the instruments respond 
very well with quite a lot of 
fine tuning possible. Em no 
pilot, but | reckon this is all 
very realistic.' 


Colour: very good 
Graphics: very good 
sound: nona 

Skill levels: 3 

Lives: 1 — how many more 
do you want? 

General rating: an excellent 
simulation and game — 
highly recommended, 


Use ofcomputer 

Graphics 90% | 

Playability 85% 

Getting started 90 Yo 

Addictive qualities 85% 

Value for money 85% 
Overall 86% 
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Bill Rowe, (left) and his successor, 
oy Hawker, discuss some display mattersat 
the Heathrow computer shop. 
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ture is WH, Smith-computar shops inthe 
tepariure lounges of airporis. To date 
thav have units at Terminais 1 and 2a 
Meainrow. These have been built with the 
absoluta - covperation of the British Adr 
ports Authority and have been going now 
lor three months. Once the po-ahead was 
given Smith's own fitting department 
moved (nand built the purpose-designed 
units In only eight wesks. They have 
speclal glass shuttars so that when they 
me closed at night travellers can still see 

us much as thay can during the day. 

The units have próved very successTtul 
and regaipis ara desoribed-as “really very 
sood!, There have even been several 
incidents. when an individual has spent 
over LTODO at a ao The man who has 
Gel upand es aid sed these airport con- 
cassions |5 Bill Rowe, but he |5 now mov 
ing on and from March Roy Hawker takes 
mer responsibility. Other alrports afe 
under consideration, boih W.H: 3milhrand 
tha BAA convinced thai hey willdoas well 
inrgther locations. 

HH imight seem surprising that computer 


é COMPUTER SHOP & 


The new WH Smith Computer Shop, st London's Heathrow airport — 


serving travelmeary computer freaks, 


shops at airports should prove so popular, 
but perhaps a bigger surprise Is that a 
oustoómer prófile Indicates that a large 
ercentage of customers are 
usinessmen (after all, this is the home 
computer market). W.H. Smith suspect 
that lhera is a large element ol 'daddy's 
Hes benind the claimea thai purchasers are 
oniy getting B machine or sótiware tor 
ihgir SOR! 
Tha decision to try out computer shops 
actually inside lhe terminal lGunges was 
not taken à5.a complete gamble Three 


years ago W.H. Smith had à small shelf 


devoted to home computers at Haalhrow 
Terminal 2 and the turn cover was 
phanomenal, so they thought itwouldbe a 
good idea toexpand. 1 certainly seems to 
have been! 

Navertheloss, Lhere is an awareness a! 
WH Smith'ihat the-market can be fickie in 
such arõas. Says John Rowland, “If the 
computer becomes a vsstul tool then dk 
hasa long future, it's only used as a toy 
rs notso good, Thetov market is renowp- 
ad for its fade, 


Seg tha growih ofaducaltional sofi- 
vegre will hélio onbuia He GUiUio OE (ho 
home computer. If John Rowland's ex 


perience [5 anything to go id the growth 
of the aduçaiidral market this coming 
year is going to be very big. “We are being 
by it," he savs. “Sofliware 
publ ishars of any size seem determined to 
ng out aduçationa! programs.” 
Thereare, of Course, tads in edi dio 
and computers may prove to be no d 
ferent, but we at CRASH ballave that the 
games market is here to stay for à prio 
Hime, because all sorts o! 
are taking place all the while, which Wii 
completely ravolullonise tha gamas vou 
can buy and the machines you willbe able 
to play them on. Meanwhila, it's down. ta 
the retail outlets to provide tha 
tunities for you to find what you - 
aven in those boring minutes betoro take 
off-at Heathrow! WH. Smith seem very 
plessed wilh tfigir new venture and ifs 
certainhy flying high 











A typicalhy busy day at one of the Computer Shops in a larger WH 
Smith high street store; 
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A SPECTACULAR FLIGHT 
SIMULATION OF THE WORLD'S 
MOST EXCITING JET FIGHTER 
WITH STUNNING 3D COCKPIT 
VIEW AND THE MOST 
REALISTIC 3D AIR-TO-AIR 
COMBAT EVER SEEN ON 

THE SPECTRUM! 


Fed, + 
mia a 


| 
Í 


== E = 
a 


The SUPREME SIMULATION.... 
it leaves the rest at the 


runway threshold !! 


Based upon cha PIS UGAS gir supertormty joi feghtor. In 
cludes landirg. taro-or stesring om tha ground, TD air 
ta air combat? tufy aerobatic pordorrmanga, mira mitabk 
by Lhe áreimy. cropsaindia. turbulenga, Mano in fog. ad 
pilot catmga, 4 rurmwavye A Deacors, ground features, Ari 
Boal Moriron. Buscar, Fligta Computsr, ILS. Maps, uia, 
aystem ladures, Map, joystick compatibia — Eeempston 


| pa ! El É: | É LER ' Rg Ro | de Pl - ; | É À F É di y E Na " q | 
MP. Sanclair Intériaõe 2, Protes & olhas, 100% machine PAST o ak : E) ERR gro da j dj ne 
code. Complate with full instructionk and peol's mote n * Cabos A Sa 'j a Sk S | 
RO ED DURE E SA fo Ask é pectrum 


“Joystick compatible 


Fa 





DepL.CM, 22 Ash Church Road, Ash, Aldersho!, Hants GUI2 GLX 
All prices include VAT and p&p (overseas add 55p per casseite) Trade & exportenquiries welcome — 
Al cassettes carry a lifetime guarantee. Mail order or check your local computer store. 








League 
Analysis 


iam Eiras gis tag - Cesto sujo 
NIGHT GUNNER — tha air bario ERESH = FODTBALL League Analysis Fro- PR A Sosa x TAKH — Amither passangar awasis 
Sconaro wraro coiy aqua survivo! DS) | gram — The sasy-to-usg Posls Pra io CARO nt tha Gisy town souara To the 
Each mission pushes yoú to the limit ca EE E diótion Program emh'S melhods of ER SAN] rota? Tra station? The quicker poa | 
with enemy fighters attacking from BRA team pertormanõa analysis. Simpy DRM! SATA o A aro the bigger vols tip and the legs 
mil creo than, guns ablazing' = ex E artes tha nei foxbura fest lona your dt p= x OA poirol you il te But bento ol 
Fone SD grotnd attack sortia, and a tságue table data base, uno bet pour dE recklesa devera = toy simply hate | 

A fracos ata toa flight hora O Spectrum guide you to pour Pogis ds '» taco ; | 

] qebeRaO —  Kampaton, AGE E selection ny Rs A Inirstrating test of pour sis as a 

E Sinciair, Protek A others ef qi prelo agitam 
4Ek Spectrum C5.05 A | , 


aLidi 


CET 


4Bk Spacirum Eras = 1 E: lá sirene 
, a SA Any Epoétrum E5.50 
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LEARNING AT PLAY 





titlas (on a Single tape). The 
Humpty Dumpty Mystery and 
Who Killed Cock Robin are two 
detective stories to develop 


pm» | skills in logical thinking (see 
e 





With computers now 
abounding in British schools, 
there is a growing awareness 
that computer games can be 
much more than a play toy. The 
computer can act, quite 
uniquely, as both teacher, 
calculator, blackboard and 
entertainer all at the same 

time. To match the swelling 
interest in education by 
computer, more software 
houses are producing more and 
more teaching materials in a 
games fórm. To reflect this 
trend CRASH will be doing 
regular articles on educational 
games and reviewing programs 
“as they become available. 

| These reviews, like all others, 
will also be entered in the 
Guide on as we go along. 


One of the first software 
houses to speclalise in 
rams for young children is 
as Software. They have just 
their tw due 


announced 





| ii á 


content to develo 





the revigw In this issue), This 
is only one of a 
seven titles which 


Wid Et | have released over the 


past six months. Sept 


'* Adding & Subtracting an 


Quickthinking (which is 
published by Mirrorsoft) are for 
developing numerical skills. 
Spatial observation and Eme 
are developed with Sha 
Sorter and Pathfinder. 
title in this series will be 
released before Easter. 
There are plans to release 
more titles early In 1984, and 
also to convert existin titles ta 
the Commodore 64, Model 
B and Electron. Mike and Tina 
Detheridae, who run Widglt, 
have increased their 
programming workforce to 
meet these needs, but they still 
maintain a very firm editorial 
control. The programs must 
meet the Widgit criterion of 
giving the player enjoyment 


and motivation but at the same 


time having a real educational 
a child 
seem ed Wi 


The Humpty Dumpty Mystery 


Producer: Widgit 
Memory required: 48K 
Retail price: £6.25 
Group: Very early 
readers — 10 years 


Side A of the tape, Humpty | 


Dumpty, contains two pro- 


rams, and side B contains | 


ho Killed Cock Robin. The 


| programs are aimed at. 


developing skilis in logical 
thinking and require the 
player to ask questions and 
| make qguesses based on 
answers. The mystery —? 
Which of the king's men 
| pushed Humpty off the wall? 
After a graphics sequence of 





Humpty being pushed off by | 


a mystery soldier, all twelve 
men appear and the player 


| may either ask a question | 


prompted by the words, 'Did 
he have ...', or take a guess. 
Each of the twelve men have 
a name and some charac- 
teristic which distinguishes 
them, so that asking ques- 
tions immediately elimi- 
nates some of the suspects. 
- The second game loads 
with a ir nda contained in 
game 1. Here the player is 
given a glimpse of the cul rit 
and must describe him. Five 

distinguishing characteris- 
ticos must be entered correct- 
ly to describe the colour of 
the suspect's hat, badge, 


tu rther | 


ais | 





are tried out in schools and are 


modified according to the 
reactions of-teachers and 
pupils. Tina says that general 
standards in educational 
software have risen a lot in the 
Widgi ap acntra no that 

are intending very 
definitely to keep in the 
foretront of developments and 
provide programs of high 
Mually ano good value for 
money for home and school 
use, 


MIR. T 


It's a bit of a mouthtul, but The 
National Magazine Co, under 
the imprint of Ebury Software, 
are soon planning to release 
titles under the heading of 
Good Housekeeping Software. 
The series is tied together by a 
mascot called Mr. T. 

The first six titles are Mr. T's 
Alphabet Games, Mr. T's 
Number Games, Mr. T Telts The 
Time, Mr. T's Maney Box, Mr. 
T's Measuring Games and Mr. 
T's Shape Games. These are 
currently available on the BBC 


Micro, but Spectrum versions “= 


should be ready very soon. Mr. 
y Falta SA Time va Me r$ 


| ve mouth and ge Both 
rams allow for children | 


f developed spelling skills, 
ane for early readers as in- 


| puts may be spelt out or 


selected by using the colour 
keys. Two skill levels make 
for easier and harder games. 

Who Killed Cock Robin 
asks the daunting question, 
can sparrow's confession be 


| believed? The player must 


find out who killed the robin, 
where and when by using 
clues and logic. Some 
reading ability is required 


| andthere are four skill levels. 


The quality of the graphics 
in these games is very good, 
lots of large drawings, 
brightly coloured and with 
some simple animation. 
Describi be djs identity of the 
culprit in the second Humpty 
Dumpty game, is quite a 
skilfull process, and surpris- 
ingly difficult to get right, 
even for adults! 


E think it was “large” — but was it? 





| games. Mr. T is also: 








Money Box are already in the 


shops for the Spectfum. The | 


| games come very nicely 


packaged in large white video 
style boxes and include a. 
detailed parent's manual with 
comprehensive operating 
instructions and a step-by-slep | 
sir to getting the best out Ré 

ram. 

d House | 
Software reckon that the child 
should not be left isolated at 
the keyboard, but that the. 
parent should join in the 
games, discussion and 
activities promoted by the . 
signed' 
to act as a friendly quide 
enabling the child to play not 
against the cold, inanimate 
computer, but in the company: 
of a lively and personable 


| fellow who reacts with 
encouragement or slight- 


iróis at the child's choice. 
programs are aimed at 


| children between the ages Of 


three and six, The cassettes 
retal] at £12.95, and are 


| available at leading comp vter 


shops and computer. 
departments of major High | 


Street retailers, and run ona 


48k Spectrum. 


French Is Fun 


Producer: C.D.S. 
Microsystems 
Memory required: 48K 
Retail price: E5.95 
Group: Various 


This is a French learning 
Ereampi with considerable 
versatility although It only 
teacheés some - basics, 
phrases and words which 
may be helpful to beginners 
and tourists. The program is 
menu prompted offering; The 
House, The Countryside, The 
Beach, The Cafe, The Street, 
The School, Numbers and 
Time. Whichever topic is 
selected you are then 
presented with four options; 
1) Pictures only — which pro- 
vides graphics, slowly 


building up, each new item 


annotated at the top in 
English and French: 2) Ple- 
tures with test — the 
graphics are repeated and 
ou may opt to type in the 
rench when the computer 


* prompts with the English, or 
vice versa: 3) Phrases only — 


nographics here, but a range | 
of useful phrases in English 
like, “Is oo ossible to go 
riding?! w hich may be 
translated frito French by 


| pressing key C: 4) Pictures 
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and phrases — which runs 
through the pictures again 
and then into the phrases 
with your memory refreshed. 

Under Numbers, the 
screen displays imperial and 


metric equivalents whilst 


large figures at the top count 


up from 1, giving the French 
beside them. Under | 


me, the display gives the 


days of the week and the | 


months in English and 
and invites you tó ask the 


Puta E a San 


Robot Runner 


Producer: Longman 


Memory required: 16K 
Retail price: £7.95 
Sofiware: by Micromega, 
Tony Poulton 


Robot Runner is a number 


game for children aged 6 


years ând upwards. Pilot 
your robot across the 
number ways of Andron. 
You'll need to know your 
tables and be prepared for 
unknown dangers of a far off 





RE EO MEMO Esse FA 
When the tape has loaded 
the players name can be 
entered, after which a menu 
comes up asking which 





time. You can dr in a time, 
say 12.90, and this is then 
drawn on the clock face, and 
the French spelling for the 
time given. 

The program contains a 
lot of quite attractive 


graphics, some with simple | 


animation, and it will ob- 


viously be valuable for young | 
French beginners as well as | 


adult starters. It won't, 


| | however, do much for your 
French, displays a clock face | y 


pronounciation! 





decrease. When it reaches 
the right figure (14 in this 
case), your robot may cross 
safely. Now in the second 


way another sum appears 


and you continue in this 


' fashion across the 'ways'. 
When he has reached the 


fifth way you may guide him 


to one of several treasures 
“on the right of the screen; 


when these have all gone, 
you progress onto another 
and more dangerous screen. 
The cursor keys 5 (left) and 
8 (right) are used to guide the 
robot across the ways, To 
make life more exciting there 
are de-energising obstacles 
that live on the ways and 
float down, threatening the 
robot unless you can get the 
sum right quickly and move 
on, but the cursor keys are 
also used to avoid them if all 
else fails. 
The game is accompanied 


by parental program notes . 


and full instructions for us- 
ing the game. Loading 
screns are very good, and the 
use of colour throughout is 


| excellent. 





multiplication table you. sc | | die 


wantito use from ix to9xora 
mixture, Having selected the 
table the screen cuts to the 


coloured number ways, five | 


in all. The robot runner 


stands at the bottom, | 
waiting to enter the first way. | 
Down this first way comes a | 


sum, say 2 x 7. Using the cur- 


sor keys 6 (down)and7 (upja | 


figure at the top left can be 
made to increase or 
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ABC 


Producer: Artic 
Memory required: 48K 
Hetail price: £6.95 
group: Ages 5-8 


This program is aimed at 
primary school children 5-8 








years old, and is designed to 
improve spelling skills. You 
are asked to 'press a letter”. 
Depending upon which 
alphabet key is pressed, the 
screen displays a drawing 
anda large graphic of the let- 
ter chosen, and tells you 
what the drawing is. For in- 
stance, pressing V results In 
a van being drawn. Atthetop 
it says “Vis for VAN', and at 
the bottom, 'Now spell VAN'. 
These details remain for a 
few seconds so they may be 
digested, then the word 
disappear and the child may 
press the keys V-A-N. If the 
word is incorrect the com- 


| puter beeps as soon as the 


incorrect letter is pressed. If 
spelt correctly the child |s 





Special Agent 


Producer; Heinemann 
Memory required: 48K 
Retail price: £9,95 
Software: Five Ways 


This game is designed to | 


develop the ability to read, 


| understand timetables, in- 


terpret information quickly 
and make logical decisions 
based on information in a 
situation where there are 
many possibilities. It in- 
cludes insights into the 





| rewarded with flashing 


border colours and a tune. 


Thereare several tunes inthe | 
program. Although most | 


words incorporated are ve 


simple, CAT, DOOR, FISH, | 


there are longer words like 
UMBRELLA and 
XYLOPHONE included, 

This program is certainly 
for younger children and will 
undoubtedly prove an enter: 
taining way of doing elemen- 
tary spelling, À drawback to 
its durability ua prove to 
be the tunes, which rapidly 
become repetetive, althougl 
they are all popular nursery 
rhymes. It also seems a little 

ricey for what It does, but |t 
s a very easy program to 
USe. 





relative speeds and costs of 
air and rail travel, and lets 
children become familiar 
with the positions and 
names of Europe's cities and 
towns. 

The game comes ina large 


| plastic folder with the 


casseite tucked in one side 
and the large format, colour 
book (16 pages) in the other. 

The game is played on a 
very large scale, and in fact 
comes very close to a mix- 
ture between adventure and 
strategy games that might 
well appeal to much older 
people. Basically you sit in 
your control centre of spy- 
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ing with a map of Europe. | 


Below the map all sorts of 
reports come in from secret 
agents in the various loca- 
tions. These may be in clear 
or code (which can be 
deciphered bit by bit). Infor- 
mation may well be from in- 


| formers (which must be pur- 


chased) or it may tell you a 
Soy has been eliminated. 
More spies can be hired. 

lf you decide you must go 


“toacityto make contact with 


vour agent there, a sheet of 
various timetables can be 
displayed and journies may 


be undertaken by various | 
| modes of transport relative | 
| to speed, cost and conve- 


nience. 

The graphics are very 
detailed and complex, but 
the game is fun to play, back- 
ed up by a heavily Illustrated 
book with background to 
snles in fact and fiction as 
well as information on the 
many cities and towns in- 
volved in the adventure. 
Despite the slightly high 


| price, this is an undoubtedly 
excellent package for the 
price. 





Pathfinder 


Producer: Widgit 
Memory required: 16K 


Retail price: £5.95 
Group: Ages 4-9 


This tape contains four pro- 
grams based on maze struc- 
tures and is designed to help 


children develop spatial | 
skilis and forward planning. | 


In the first you must guide a 
rabbit through a maze, 
eating carrois on the way. 
This is fairly easy, the idea 
being to look ahead, and pick 
the shortest route to the exit. 
There is only one proper 
route through. The second 
maze game is much more ad- 
vanced. In this one, a 
kangaroo must be guided 


| through, but the player must | 


program the moves by selec- 
ting the required direction 


and then inputting how many | 


moves are needed, The 
scope of the game expands 
with the player's growing 
skill, since the kangaroo's 
route through the entire 
maze can be planned and in- 
putted before executing. To 
begin with a single move at a 
time can be executed by the 





computer. Incorrect entries 
are immediately highlighted 


on sound as well as on | 


screen, while the entries 
made are slowly added in a 
column to the right of the 
display area. 

Thethird program is called 
Picnic. Guide a hungry 
monster through a park and 
let him eat his lunch. The 
idea is that the monster 
should eat four items doited 
randomly in the 'park', by 
visiting them in a-pre-set 
order, and that this should be 
done without crossing his 
own trail or reversing on his 
trail. There are two levels, 
one with the playing squares 
clearly marked, and the se- 
cond where the park is a 
solid area. 

The final game is Frogs. 
Guide a frog across the pond 
and collect frog friends on 
the way. The 'pond' |s a grid 
of 7 squares Dy 10 across. In 














Bull Tables 


Producer: Lotus-Soft 
Memory required: 16K 
Retail price: £5.50 


Bull Tables contains three | 


rograms on one cassette. 
ull Tables itself is an 
arithmetic game. After 
loading a menuoffers the op- 


tion of addition, subtraction, | 


multiplication or division. 


“When you have made your 


choice you can select bet- 


ween 6 levels of skill. At the | 
highest level questions can | 


be as difficult as 23x 35 =? 
At the easiest level, as sim- 
pleas 1x3 =? The screen 
displays the sum to be done 
at the top left. At the bottom 


Carrots prove better than sticks at forward planning. 
aiii 
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some there are water lillies, 
and in some there are frogs. 
The object is to discover the 
best way across that allows 
vou to collect more frogs on 
the way, remembering that 
you cannot cross a square 
with a water lilly in it. This 
becomes a surprisingly sub- 
te game, since not all the 
frogs are collectable — 
some may be unreachable 


because Of the positions of | 


the water líllies. 

AN four games use the cur- 
sor, or arrow keys, which are 
easily identifiable by the 
child playing. The graphics 
throughout are large and 
brighily coloured. These 
games should prove very 
entertaining to play as well 
as Rea a very real 
challenge. The Kangaroo 
game actually leads the 
player in the direction of pro 
gramming as well. 
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So 


| gram being written in BASIC. 


“value for money, 


RANA RG | 
z “AO. 4 e] 


din Etr Rd rea 
LT 1 | 


Candy colouirdad stripes — fun after learning a (Bull) Tables., 


a Table Man' stands ready. 
above a table of numbers O to 
9. On the right is a paddock: 
with a bull in it. As soon as. 
the game starts, the bull 
charges at the paddock wall, 
slowly eating chunks out of, 
it. The object is to get ten' 
sums correct before the bull | 
breaks out and destroys the 
numbers. The game is per- 
sonalised by the child when 
he or she is asked to enter 
their name at the start. 

After the work comes the 
play. The two programs 
following are games. Nine 
Lives provides the task of 
catching twenty mice. You 
are a cat, your enemy is a 
black dog. The mice are dot- 
ted about the screen and the 
cat must go round touching 
them, avoiding the dog, who 
will chase the cat. Three 
bones per life are the best 
way of slowing the dog down 
for a moment. Any mice 
touched by the dog are sent 
to safety, 

Candyman is for two 
players, who must get their 
'men' through a series of 
opening and shutting doors. | 

ey can see how long It | 
takes them as they are play- 
ing against the clock.. 
Throughout all three pro- 
grams the simple graphics 
are very entertaining and 
move nicely despite the pro- 


& package offers good | 





Educational Reviews 


Due to shoriage of space we have been unable to include 
more than a fraction of the review material received, but we 
Shall be wading through more in future issues of CRASH. 
May we take this opportunity to thank alithe software houses | 
who have been sending us games, your co-operation is very 
much appreciated. 
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Mountains of 
Ket 


Producer: Incentivo 
Memory required: 48K 
Retail price: £5.50 


Author: R.A. McCormack 


Mountains of Ket is the first 
part of the Ket Erro Each 
adventure is complete in 
 Nself, although one follows 
on from the other. The next 
two parts are to be released 
later. 

Just two weeks ago you 
were framed with a murder 
and sentencad to death, but 
pardoned as long as you 
undertook a dangerous mis- 
sion. To ensure your loyalty a 
magic assassin bug has 
been implanted in your neck 
which will Kill you at the first 


Edgar (or Spectrum to 
vou)! Your mission is to 
reach the far side of the 
mountains alive and to do 
this you must locate the 
| secret entrance at the base 
of the Mountains of Ket. 
These lie a short horse ride 
past of the small village. 
Naturally, lots have gone 
before, but none have ever 
returned, 


| CRITICISM 


“This is a text adventure, 
where your constant compa- 
nion, the implanted killer bug 
Edgar, is none other than 
your favourite Spectrum, So 
ali the descriptions come 
couched in terms of'we, us. 
Hf ga dally too long, Edgar 
will get impatient and tick 
vou off. The problems are 
traditional in as much as the 
village and its inhabitants 
can provide you with essen- 
tial equipment, such as 
weapons, food and a horse. 
Tha initial problems are to 
discover how to get them to 
|part with all this gear. | 
managed to buy an áxe from 
a shopkeeper, but when | 
wanted the lamp there was 
no money left, so | tried using 
the axe! Adventure 
characters seem to have got 
very used to the bloodthirsty 
ways of Spectrum users who 
wander into their lives — this 
shopkeeper was more than 
ready for me! The statistics 
told me the sad story — my 
prowess and energy levels 
were all less than his and 
whereas my luck level was 


100 
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Language: Machine code | 





high his said 'not applicable” 
which | thought sounded 
very ominous! He won. 


out and the program has 
what seems to be a 
reasonably large vocabulary. 


| Entries are processed in- | 
stantly, so there's no waiting 


about. If you get into a fight 
the statistics appear at the 
top telling you your chances 


blows, offerin 
tions on continuíng or runn 
ing. Otherwise it continues 
round by round until one of 
you runs or snuffs it. lhaven't 
got all that far yet, but there 
certainly seems to be a large 
number of locations contain- 
ed in the program. À map 
helps. This is certainly one to 
ponder over and come back 
to. It can be saved fortunate- 
ly so you can cogitate in bed 
at night. Looks llke more 


- | sleepless nights! 
sign of doing a bunk. t's call | 


Playability 68% 
Getting started 719% 
Addictive qualities 65% 
Value formoney B0 Yo 


Overall 73% 





Robot Riot 


Producer: Silversoft 
Memory required: 48K 
Retail price: £5.95 


' Language: Machine code 


Author: Patrick 
Richmond 


Working for the Acme Robot 
Manufacturing Co. |s not an 
easy business when the 
robots keep running riot. 
You're in the control room 


| one day when you notice the 


robots are out and playing 
dangerously. The only 
answer |s to send out the 
Bomber! 

Silversoft have taken a 
well worn theme, turnediton 
its head, and come out with a 
new type of game. For want 
of a better comparison this is 


"à backward 'Pac Man' type 


game. Instead of eating dots, 
here you lay them. 

The screen represents the 
factory  corridors, a 
reasonably complex maze. 
When the game starts the 
bomber, 'you', must move 
round the corridors laying 
mines. To complete the 
screen every corridor must 
be laid. This tempts the king 





“The text is all nicely laid | 


ot winning, and the text is | 
very lively in describing the 
you fast op | 





00000949 | 


The robots are revolting — but tha game's okay! 


robot out of his central lair, 
so that you can get in and 


A alga to the next level. | 
lhat you're up against is a 


handful of different robois 
(ghosts backwards?) which 
start to materialise in the 


four corners, until the screen | 


|s running with them. For 
tunately there is also a 
power  mite, which 
replenishes your rapidly 
fading supply when you run 
over it. As Soon as you do, 
another materialises 
somewhere else. Another 
unpleasant problem is that 
all round ithe central 


enclosure the corridors are 
cut off by several sliding | 


doors which open and close. 
Not only does this hinder 
your mine-laying program, it 
also can get you nastily trap- 
ped if you're not careful. 


| CRITICISM 


'An original idea, and a 
good one at that. A bit slow 
at first, but as the game pro- 

resses the action geis 
iveller. Quite tense, when 
having laid the lastmine, you 
have only 30 seconds to get 


into the control room once | 


the king robot is out, 
It's similarity to Pac Man' 
Is a bit off-putting at first, but 


| warmed quite rapidly to this | 
game after 10 minutes play 


ng. Although it isn't exactly 
fast, it turns out to be quite 
a on the player. 
Perhaps better suited to 
younger players than 
hardened aocdicis, bu! ao 


| tually quite addictive 


anyway. Nice colours and 
amusingly animated 
characters. 

'À good use of colour and 
nice, smooth graphics com- 
bined with the continuous 
sound, make this into a 
good-average game. An ad- 
vance on 'Pac Man', it is one 


of those maze games that. 


will probably appeal to 
many. | didn't find it all that 
addictive, although very 
layable after a few minutes, 
he opening and shutting 
doors, adds a touch of drama 


| too, especially as it can put 


"Screens: multiple 


Use of computer 65% 
Graphics 68% 
Playability 75% 
| Getting started 78% 
Addictive qualities 6B% 
Value for money 65% 


| bends, moving horizon and 





TUES 





rustratingly cut you off at 
the last second from your 
power mite! Not bad at all; 


COMMENTS 


Control keys: very good, Z/X 
tefuright, KIM upidown 
Joystick: Kempston 
Keyboard play: responsive 
Colour: good 

Graphics: good 

Sound: continuous, average 
Skill levels: 1 

Lives: 3 


General rating: above 


average, very good for 
younger players. 


Overall TOS 


Speed Duel 


Producer: DK Tronics 
Memory required: 48K 
Retail price: £5,95 


Language: Machine code | 


Author: K. Larter 


Speed Duel is DK Tronies 
contribution to the elusive 
spectrum version of the 
famous 'Pole Position' type 
game, where you roar around 
a race track in pursuit of, or 
pursued by, other racing cars 
mn an attempt to reach the 
finish line first. 

This version features solid 
3D graphics, complete with 


the road seen in perspective. 
There is a choice of five cir- 
cuits to choose from and you 
can race against a choice of 
computer cars ranging from 
one to five. 


CRITICISM 
Overall, the graphics 


ou in a tight spot, and 
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aren't bad, with 
car, tho 
ones, in | 



















h smaller than the 
rand Prix Driver or 


road with centre lines, 
clouds in the sky and black 
mountains in the distance. 
The road is in perspective, 
but it doesn't narrow down 


the horizon. There are no 
gears to change, which 
Should make the game 
gasier to play, but in fact the 
car tends to be ado uncon- 
trollable, wobbling trom left 
to cm much too quickly. 


Petr 


[RT TE] 


The graphics are falrly 


track before the computer's 
cars. This is more difficult 
than | first thought because 
bends come upon you and 
allow no time to think. This 
makes the game rather 
unrealistic. On top that of 
you travel at not more than 
59 m.p.h. or you end up in a 
mangied heap of steel and 
rubber! An important point 
to make is that the cassette 
jd says this isa T6K and 
game, but on the 
cassette itself it clearly says 
48k only. Which is it? 
“There's quite a lot of good 
detail in this version, 
although | still think Road 
Racer |s better. The choice of 
circuits and oponents is a 


Freez' Bees 


| Producer: Silversoft 

| Memory required: 48K 
Retail price: £5.95 
Language: Machine code | 


Freez' bees adds another 


uitoalarge 


Road Racer, a bright blue | 


all that much before hitting 





tes 
Fis Rr sudes Edo 
Es 


EAR 


smooth and there's a good | 
use of colour too. You must | 
[complete 3 circuits of the | 





version of 'Pengo' or'Pengy | 





good touch. Thegraphicsare | É 
| reasonable and the 3D works | 
about as well as any other 


spectrum version, but it was 
irritating that you kept 
crashing whén your car 


hadn't even touched the É | 


edge of the road sometimes. 
This seems to depend on 


your angle to the verge, and | | Elsi=a 


presume the program is 
reading character blocks, so 


that sometimes you actually | 


have collided when it looks 


| as if you haven't. A 


reasonable racing game, but 
him an average gamas 
Eu Eu he nr 







Tm MT RE EE 
| Spend Duel — fast but difficult to control, 


COMMENTS 


Control keys: CAPS/Z 
leftiright, SYM. 
SHIFTISPACE 
brake/accelarate 
di unstated 

E donde play: difficult 

our: good 

Edesra é reasonable 3D 
Sound: average, continuous 
Lives: 5 
Screens: 4 with scrolling 
General rating: average. 


Use of computer 58% 
Graphics 70% 
Playability 62% 
' Getting started 35% 
Addictive qualities 53% 
Value for money 58% 
Overall 56% 


to the Spectrum file. The ob- 
ject of the game is to walk 
your penguin round the ice 
fields, burning away the ice 
blocks to create space, or 
send them shooting ofíto try 
and crush the nasty snow 
bees who are out to get you. 
Features in this version In- 
clude the penar s ability to 
electrify the fence, stunning 








| One penquin desd as à dodo in Fronz'Boos, 





the bee that touches if for a 
moment, and the illumina- 
tion of ice blocks containin 
bee eggs at the start of Gac 
phase. You receive extra 
points for clearing these 
blocks before the eggs hatch 
out. 


CRITICISM 


“The graphics in Freez' 


bees are very nice, quite 
large and very colourful on a 
white alado They move 
smoothly as well, and at à 
fair pace even on the slower 
of the ten speeds, | quite en- 
joyed playing it and the game 
itself is very addictive when 
vou get Huent at controlling 
the enguin.' 

nce a snow bee is on 


| your tail Yyoumay as well give 


up as if's hard to get away, 
and extremely difficult to get 
round a block, turn and fire at 


your tormentor. Apart from | 
this aspect, which E think | 


spoils the game's playabili- 
ty, this type of game is real! 
very simple and not worth 
buying. This version has 
good sound though. 

“This version is frantically 
difficult to play — perhaps 





too hard to keep your atten- 
tion — so it's as well that 
there's à range of speeds to 
select. The colours and 
graphics are good, so's the 
sound and tunes. uy you're 
looking for a 'Pengo' game, 
then this is a pude and hard 
version. 


COMMENTS 


Control keys: Z/X leftright, 
KM upldown, L= slide or 
crumble an ice block 


“Joystick: Kempston 
' Keyboard par single key 


action, but f 

Colour: simple but bright 
Graphics: good 

Sound: very good 

Skill pista 10 speeds 
Lives: 3 

General rating: reasonable 
implementation of fair 
game. 


Use of computer 60% 
Graphics 57% 
Playability 59% 

| Getting started 63% 
Addictive qualítios 69% | 
Value for money 57% 
Overall 61% 





Paratroopers 


Producer: Rabbit 
Memory required: 16K 
Retail price: £5.99 
Language: Machine code 
Author: J.F. Cain 


H gets awfully lonely sittin 


| on your own in a bunker until 


the enemy decides to drop 
int “Your bunker is in fact a 
field gun which you control, 


| Sitting in the bottom centre 


of the screen. Above you, in 
the sky, helicopters stream 
by in both directions, spew- 
ing paratroopers out on top 
of you. Their ca Is to get 
three men sSafely on the 
ground, at which point they 
stride off and return in a 
large tank against which you 


are defenceless (and dead!) | 
and that's that. Your aimisto | 
prevent them from landing. 


| any men and you score for 


paratroopers destroyed and 
helicopters knocked out. 
The game continues on 
after loss of life, resetting 
the score to zero, quite 


| automatically. 


CRITICISM 


Your field gun can be 
traversed to cover most of 
the screen, but you must be 
accurate as firing reduces 
your score. The graphics are 
quite good and the game is | 
fun to play. 

The animation of the gun 
is very good. The sense of 
perspective is a clever cheat 
since both height and rota- 
tion of the gun are only done |, 


 witha left and right key, butit 
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means the drawing of the 
E must go through what 


voks like seven difterent | 


'frames' to create the illu- 
sion. 
paratroopers and 
helicopters are also g000, 
with some paras opening 
their chutes immediately, 
other delaying to the last se- 
“cond, and some poor devils 
whose chutes fail to open 
and get splatted on the 
pras: You're dead if three 
and successfully, or if one 
tands right on top of you. 


| Fun, but perhaps notvery ad- | 


dictive. 

“This is quite a neat idea, 
which scores with its fine 
graphics, but there wasn't 
quite enough depth to the 
idea to keep me enthralled, 
and | thought the sound 
could have been better — no 
gunshooting noise for in- 
“stance. The user-defined 






The details of. 


E ATUTITES nego T of 
1 ea pad dir pa] 
i Fire toi | 





keys are a good idea! 
COMMENTS 


Control keys: user-defined 

for leftirightfire 

Joystick: Protek, AGF 

Keyboard play: responsive 

a - Be page 
raphics: good, we 

detailed 

Sound: below average 

Skill levels: it's main 

drawback — only 1 


Lives: 1 

General rating: good, but 

not very addictive. 

Use of computer TOY 

Graphics 68% 
 Playability 66% 

Getting started 62% 

Addictive qualities 49% 

Value for money 55% 


Overall 





| The name of the game is a good aim — Paratroopers. 








Stonkers 


Producer: Imagine 

| Memory required: 48K 

| Retail price: £5.50 
Language: Machine code 
Author: John Gibson 


in an unusually terse and to 
the point scenario introduc- 


“tion, Imagine inform you that | 


ou are polsed on the very 
rink of battle — the enem 
have had their port and H 
| under siege for weeks, and 


now is the eve of the battle. | 


As commander of your 
forces, you must out-think, 
out-manoeuvre and out-fight 
your foe. 

Stonkers is a graphical 
strategy and tactics game 
between the player and the 
computer. Uniike many 
popular war games already 
available, in Stonkers you 
are not expected to spend 
ages setting up the scenarto, 
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distributing weapons and 
moving your forces unit by 
unit. Both of you and the 
enemy already have tanks, 
artillery and infantry post 
tioned round the coun- 
tryside, and the enemy's 
forces are on the move as 
soon as the game com- 


mences. In fact, this turns | 


out to be a very fast moving 
game of an almost arcade 
nature, 

The war zone is large, and 
is shown on screen in two 
ways; a large map which 
shows total playing area — 
two chunks of land, divided 
by a river estuary and con- 
nected by a bridge; and a 
large scale map, which 
shows a big close up with 
graphical details of the 
various units. On this map, 
when a unit is being 


 deploved, you can see it mov- 
"Ing, its speed depends on the 


terrain which is also shown 
as contours. On the total 
map a cross-hatched cursor 
block, indicating the area of 





62% 





AME Ai | Int, 


Stonking along with Imagine. 


the large scale map, can be 
rapidiy moved by directional 
keys. Pressing the fire key 
switches maps. On the close 
up map a X cursor is moved 
with directional keys, and if 
positioned directly above a 


| unit, will cause it to start 


moving towards the coast 
when the fire key is pressed. 
Below the display area, a 
ticker tape keeps you inform- 


| edasto what's going on and 
'"howyou have been Stonking. 


Keeping up the strengths 
of vour forces is done Dy 
moving supplies from your 
Pera (when the supply ship 

as docked) to whera they 

are needed using your 4 sup- 
ply units. If a unit fails to 
receive supplies in time It 
will be lost for good. 

The game moves at a fast 
pace and holds a number of 
undisclosed surprises. 


CRITICISM 


“The game is long and fair- 


| | Iy “deep” due to the task of 


destroving either the 
enemy's Port and HQ or his 
forces, and also due to the 
scale of the war. You may be 
needing infantry down on the 
coast fast, but can it be 
spared (or even get there in 
time) from the distant 
highiands? Stonkers appeal- 
ed to me much more than 
most of the other wargames 
due to its higher quality of 
graphics, large scale and 
simple controls. Very addic- 
tive — | found myself having 


| à bash during any spare 


hour. 

“The graphics and overall 
presentation are excellent. | 
like the ticker tape which of- 
fers you the selection menu 
for keyboard, joysticks and 
skill levels. | was surprised 
by the speed at which 
Stonkers moves once all the 
various units are being 
deployed. It çd to the point 
where you barely have any 
time left to think, and you're 
punching keys all the while. 
There are 2 skill levels, the 
harder only allows you to see 


| an enemy unit if one of your | E 
own unlts is in the same | ES 


| of the program bug which 


 Stonkers now should en 
"counter no problems.. 


| isused is de quality 
| Skill levels: 2 








ORDERS 


vicinity, and this certainly 
stretches the tactical 
abilities to the limit. An ex- 
celient game.” 
'H only Imagine can getrid 


causes it to crash on occa- 
sion, Stonkers is setto be the 
best wargame I've seen yet. 
K kegps you on the go con: 
stantly without having to 
wait while the enemy “has 
his turn”. The simple cor 
trols help a lot, too, in mak- 
ing this game very playable.' 

After checking with Im- 
agine, we have been inform- 
” that the first two batches 
of tapes they received did 
have a problem which 
causes the o alo tocrash | 
inexplicabiy. This has now 
been corrected. If you have 
encountered this problem, 
you may retum the cassette 
to Imagine and they will 
replace it. But anyone buying 


COMMENTS 


Control E CAPS, XV,N 
left; Z,C,B,M right; 2nd. 
row = up, 9rd. row = down, 
top row = fire 

Joystick: Protek, AGF, 
Fuller, Sinclair, Kempston 
Keyboard play: responsive 
and fast 

Colour: very good, lots of it 
Graphics: very good 
Sound: not much, but what 


Screens: 2, with smooth 
scrolling 

General rating: excellent 
battle game which manages 
to be very addictive. 


Use of computer DO % 
Graphics 70% 
Playability 70% 
Getting started 58% | 
Addictive qualities 20% 


8/7 
78% 


Value for money 
Overall 
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tions away without my even 
knowing |l until later when 


the response that such a 
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à | more baddies to contend 


with. These may be rotten 
cowboys, bandits, Mexicans 
or Indians and mixtures of 


all. | 
You lose a life if hit by a 
baddy, if you run into a cae- 





Castle 








Blackstar 


Producer: SCR 
Adventures 

Memory required: 48K 

| Retail price: £8.95 
Language: Machine code 
Author: Sheppard, 
Cummins & Richardson 


The task in this text-only 
| adventure, which is the first 
of a planned series of 
— | “Artemis Quests", |s to enter 
"* |Castle Blackstar at the 
behest of a beautiful, 
mysterious woman glimpsed 



































recover her power orb from 
the vast underground 
| caverns. To achieve max- 














found must be cleaned of 
their evil, all puzzles solved 
“and the orb returned to our 
| dear lady, who is, of course, 
no less than a Goddess — 
Artemis. She promises to 
peventiy pe uring your 
quest. The maximum score 
is 240 and, if successful, you 

| rd keep all the loot! 
note in the accompany- 
















rsottware for Castle 
Blackstar is based exten- 
sively on the Adven-BO pro- 
par A APIORSA by Peter 
Scargill. 


amongst the new wave Of 
am c adventures, Castle 
Blackstar manages to hold 
its own very well, The loca- 
tion descriptions are nice, 
detailed and manage to 
create atmosphere in simple 
terms very well. The com- 
puter's replies to one's more 


have a good touch of 


| works very entertainingly. 

atthe beginning of the quest, 
moves away from it into the 
forest, | found the compass 


Twenty step 
stumbling blindly through 


in a dream. There you must | 


imum points all treasures | 





ing apago booklet says that | 
tha drive 


'As a text-only adventure | 


nonsensical commands 


humour, and with fast | 
machine code response this | 


| quickly found the castle 


directions magically faded 
and | couldnt get back. | 
s later | was still 





thick forest. Climb Tree to 


dangerous undertaking was 
useless and | wouldnt Find 
anything up there anyway! 


Starting to think the forest. 
was intended as a death | 


trap, | suddenly came upon à 
Gingerbread House in à 
clearing — and that was a 
death hole — three moves 
later I'd been turned into a 
wrigglin : 
up inside some bird's tum- 
my! Great!” 

'A quod text adventure 
beats a mixed graphicsitext 


one anyday, and Castle 
Blackstar ranks with Artic's | 


best. But SCR had better 
reconsider their pricing — 
c8.95 is way over the top for 
what they offer. Otherwise a 
great start for a new com- 


pany and | look forward to 


Artemis Quest 2. Exploring 
the inside of the castle was 
great fun, and | was impress- 
ed that turning a winch in 


one room actually operated 


something four or five loca- 





Dodge City 


Producer; Phoenix 
Memory required: 48K 
Retail price: 


Author; Fraser Orr 


Dodge City comes packaged 


“in a large video-style plastic 


box and contains two 
cassettes. The first is an ac- 
tion game, the second an 
adventure game, each inex- 
tricably tied to the other. The 
object is to master twelve 
skill levels in the action 
cassette, and if you do you 
will be given the running 
code for the adventure 


cassette. Without this secret 


code vou will be unable to 


sd =—. oo pa E Ei 
RT o uh | Hu aii DRE 
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but having strayed two | ER 


worm and ended 


Language: Machine code | 
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my apparemtly meaningless 


activity proved valuable! 
Beware of the fierce musical 


eagles (neat), and | hope you 
have more luck than me in 
getting a source of light to 
set about exploring the dark 


lower regions (sorry, 


Artemis, let you down there 
.. .) Great game, pity about | 


the price. 
COMMENTS 


Graphics: text only, very 
simple, black letters on 
white ground, clear and 
easy to read. 

General rating: a good 
adventure, but pricey. 


Use of computer 80% 
Playability 80% 
Getting startin 89% 
-Addictive qualities 83% 
Value for money 45% 
Overall 75% 


play the adventure. At the 
en 


jd of each skill level you 
will be given a clue, and all 
the clues are vital to solving 


| the adventure. 


The action tape shows you 
a Western desert plain with 
mountains in the 


background, and “you area | 


Pony Express rider. The aim 
is to collect four mail bags 
while avoiding the baddies 
on black horses chasing you. 
They shoot at you, and you 


“can shoot back. If you hit 


one, he falls off his horse and 


dies, only to replaced a se- 


cond later by another. The 
other problem takes the form 
of cactus plants — Funning 
into one results in a prickly 
end. On the first screen you 
find yourself chased by one 
baddy at a time, but on suc- 


ceeding screens there are 


| nocence in the murder of 


“who has been found dead in 


1y, sometimes when they're 


| to...) Seriously though, | 


| cade 


tus or if you fall to collect 
four consecutive mail bags. 
Between each skill level the 
picture cuts to the office, 
where a message has arrived 
foryou — a cluato collect for 
the adventure. 

When the adventure is 
loaded, you are asked for the 
code, If you get it wrong the 
program NElWs itself. The 
scenario for the adventure Is 
that you must prove your In- 


Dodge City's deputy sheriff, 





your hotel room with a pearl 
handie gun, presumed to 
have killed him, lying at your 
feet, Now, read on... 


CRITICISM 


'The graphics of the 
horses are very good, 
smooth and quite realístic, 
and those of the adventure 
are all quite detailed, taking 
up the top third of the display 
area. In the action sequence. 
the pursuers fire very quick- 


not even on the screen. | 
thought the adventure was 
quite a good one, butit takes 
a long time to get into as you | 
must master 12 skill levels in 
the arcade tape. This is a 
daunting task. (| only manag- | 
ed five, but the producers 
were thoughtful enough to 
provide me with the secret 
code so | could getto see the 
adventure. Frustrated adven- 
turers should send a 
stamped addressed 
envelope and fifty pounds 





think there is a danger of 
becoming bored with the ar- 
game before you 
manage 12 levels. lfyou want 
an adventure buy one, If you 
want arcade, buy it. The idea 
of Dodge City is debatable 
bacause unless you hi ud 
the first you cannot See the 
second, and | wonder how 
many adventure fans will 
want to wade through hours | 


* | on an arcade game. Never- 


theless, both games are 
above average in quality 
'Both games have a nice | 
sense of humour — the title 
page to the adventure is very 
goou, and so is the first loca- | 
ion which tells you 'Dodge | 
City welcomes careful 
drovers. A warning when 


| entering the secret code — 
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Gomtral kava: 





the characters entered gon' 


[appear written on the screen, 


only dashes appear, which 


|may confuse vou into an er 


ror. The idea is a good one, 
although it probably won't 


appea! to serious adventure . 


fans because of the arcade 
game coming first, and lt is 
difficult to get through the 
adventure without those vital 
clues. 

“The action and adventure 
graphics are pretty good, but 
there's not much sound. The 
worst thing is the poor in- 
structions which don't tell 
you the control keys, which 
arê numerous in option and 
very badly laid out. 


oorly 
positioned; left = 
2/0/WISISYM SHIFT, right = 
1Q/AICAPSIPIENTER, 
down= HEDINIIKIM, up= 


S/R/FICINHJIU, fire = 
SMIGIVNNIHIB 


ri dráabad É 
play: responsive, 
alt hou con beijo with the 


Slot good 
Graphics: good 


"| Sound! fair, none on 


adventure tape 

Skill levels: 12 essential 24 
in all (arcade tape) 

Lives: 5 (arcade tape) 
General rating: above 


average 
Use of computer 49% 
Graphics TO % 
Playability 65% 
Getting started 40% 
Addictive qualíties 57% 
Value for money 64% 
Overall 57% 
ERAS =: 


1984 


Producer: Incentive 
Memory required: 48K 
Retail price; £5.50 
Language: Machine code 
Author: RMH Carter 


When George Orwell finish- | 


ed his famous novel about 
the future in 1948 it seemed 


logicalto reverse the last two | 


figures and call it 1984. Since 
then the date has had a semi- 
magical connotation. Well, 
now it is 1984, and to mark 


“the occasion, Incentive (nho 


brought you Splafl) have 
relgased this governmental 
strategy game — a game of 
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SabramiE survival. 
The object is tó prove that 
you can do better than our 
existing politicians. You, of 
are to be Prime 
Minister. Can you ride out 
three terms in power and sur- 
vive two General Elections? 
At the start you Inherit cer- 
tain figures under the 
headings Sources of 
Revenue in millions of 
pounds, and Details ot Spen- 
dino, also in millions. These 
include (Revenue) Corpora- 
tion tax, Value Added Tax, In- 
come tax, Customs & Excise, 
and Loans: (Spending) 
Government contracis, 
Grants to industry, Public 
sector spending, Govt. 


| Department wages, Pen- 


sions,  Unemployment, 
Benefit, Child Allowance, 
Foreign Aid, and interest on 
borrówing. 

This screen is followed b 
Major Indicators, a chart of 


“items which chart your pro- 


gress, and which can be call. 
ed up at any time to see how 


you are doing. This is follow- | 


ed by details on the 
Minimum Lending Rate, set 
at a given figure, but which 
you must adjust to suit you 
requirements. There is a bar 
code chart which indicates 
how well the economy is 
balanced between Govern- 
ment, Industry, Population, 
Banks and the World. |f any 
one of these sectors gels 
dangerously out of balance, 
you may be forced to resign 
— a flagging industry, for in- 
stance, may be given a boost 
by an increase Inthe Grant to 
industry. 

The game also incor- 
porates the major nightmare 
of any modern government, 
the wages claims. You have 
to deal with those in the 
Public and Private sectors as 
well as Civil Servants. You 
must decida on the level of 
Government investment in 
banks, balance the effects of 
raising money through in- 
dustrial levies, Keep an eye 
on the funding Of your own 
government depariments, 
sort out the budget for each 

ar, organise the levels of 

oreign aid, subsidise in- 
dust through grants, and 
finally, attend Cabinet 
Meetings on a wide variety of 
problems, 

The game is accompanied 
by a detailed 13 page leaflet 
called A Pocket Guide To 
Running Britain, which ex- 


| Sound: useful ent 





plains the various functions 
of the game and the 
economy generally, 


CRITICISM 


“After an ominous title 


"screen of the Houses of 
“Parliament, 


the nightmare 
begins! The game proceeds 
along very sensible lines, in- 
forming of the next problem 
to be faced, and offering 
some prompts for beginners. 
| was doing really well, | 
thought, as É adde nominal 
amounts to my departments 
Health, Education, Housing, 

efence etc.) but then a 
notice informed me that 
runaway government spen- 


ding had brought me down! | 


Well of course, 'm honest — 
politicians are. 


COMMENTS 
Colour and graphics: all 
very clear, with well used 


colour 
"beeps 


and the sound of Big Ben 


| chiming 


Skill tevels: 1 — and that's 
enough! 

General rating: an excellent 
strategy game with tons of 
scope, 


Use of computer 15% 
Graphics 68% 
Playability 85% 
Getting started 79% 
Addictive qualities 63% 
Value for money B5% 
Overall TE 





Starclash 


' Producer: Micromega 


Memory required: 16K 
Retail price: £6.95 


Language: Machine code 


Author: Derek Brewster 


You are testflying a new 
otarfighter in what was sup- 
posed to be empty space, 
when you are suddenly 
lumped by an Imperial Strike 
Force which has jumped 
from hyperspace. Tough 
luck. You can't outrun them, 
go you'll just have to fight it 
out alone. The enemy 
Mothership is protected by 
four waves of fighters. The 
object of the game is to 
destroy each wave in turn 


and fight your way through to 
“the Moih | 7 


ership and then 


place a laser bolt in 





whichaever of her two power 
cores is-active. Added dif- 
ficulties come in the form of 
meteor showers. 


CRITICISM 


“This game has been taken 
right from the arcades. | 
can't remember the arcade 
version name, but it's been 
around a fair time now. The 
do cs are smoothly m 


ng and sumo detailed | 


characters. 


mo supply which runs down, 


forcing you to be accurate, À | 


good, playable game, but it 


| direct ose its qualities after 


ab 
nt looks deceptively sim- 


| ple at first. The waves of at- 
| tackers don't seem to move 


all that fast, as they jlg their 
way down, but their concen- 
trated fire power homes in on 
your position, so you can't 


stay still for à moment, and . 
it's easy to get trapped bet. . 


ween fighter fire and the 
flaming meteors that also 
descend thickly from above. 
Eid ad addictive to 


ay. 
Starclash is a shoot em 


up 'Invader type in which 
each attack wave is more dif- 


| ficult to destroy than the 


last. lfs not easy to get 
through to the Mothership at 
all. | would say this is well 
above the usual galaxian/in- 
vader game standard, 
almost a scaled down ver 
sion of the arcade original 


| Altair. Quite good.' 
COMMENTS 


Control keys: simple, well 

placed — Z/X leftiright, 
SPACE = fire 

tr empston 

ard play: responsive 

co ur: average to good 
Graphics: good 
Sound: continuous, fairly 


Sem levels: each wave 


harder 

Lives: 3 

Screens: 4 waves plus 
mothership 

General rating: above 
average type good shoot em 
up. 

Use of computer 72% 
Graphics 69% 
Playability 65% | 
Getting started 72% | 
Addictive qualíties 63% 
Value formoney 70% 
Overall 69% 


A problem you | 
must watch out for is the am- | 





= di: 


a ak — dores dar a mem sen 





e 


Su 


SPECTRUM | 


TE 


| 


dá 


pps 


a 
pr 


y 


«the name 
of the game 


Colin Stokes on 051-236 8100 (20 lines) 
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BUT | DIP MORE 


THAN JUST SENSE 


THEM — 1 MERGER 
WITH THEM, 
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BS SOON AS THE 
ARCÁDIA HIT THE | 
RIR, BLIEN LIFE 

. INVADED HER = 


—THE FORM 
3 ONE WE. - 
HAVE NEVER 


MET 


— CROSS NBS 
ALREAPY CLINICALLY PERP 
WHEN WE WERE "INVADEP', 
| SENSED THE INVADERS 
IMMEDIBTELY — A SILICON 
' BASED FORM, SIMILAR 
TO VIRUSES , THERE ARE 
COUNTLESS NUMBERS OF 
THEM IN THE AIR, a 


en 


Es 
Ea 


TAM-WAS— | 
THE ARCADIA'S q é E 
acusado am = A WITH 
MO Tu SILICON 
d VIRUS MATED 
| TOME, | BECAME 
SO MUCH 


a 1 BM A LIVING ENTITYT 
WITH THE WILL TO SURVIVE. 
E ma — GA! 
E ME no: > ACROSS AUHAT WAS LEFT OF 
: a “ THE AIR INTO CROSS' BODY, 


Narconed on one word 01 a great unknown Dyson-Sphere behaviour arouses the suspícions of Jin Kimas. The 
mar system, the survivors from the Starship “Arcadia” answers to the puzzle +s ong lhat Kimas wished she had 
me led by ships officer Cross. But Cross strange never soughit.. 


| THE VIRUS CAN ENTER HUMAN 
CELLS BUT CHOOSES NOT TO 
SINCE IT CANNOT COMMUNICATE 
WITH THEM, IWWITH ME IM THE 
CIRCUIT IT COULD — SO | USED 
IT To STOP THE DECAY IN 
CROSS, | RE-BLILT “THE 
PRRTS OF HIM WHICH 
WERE NISSING:, 


f ARO - BNP 
| IWILL HELP 
vou, BUT TELL 
| NO-ONE WHAT É 
VOU HAVE Ed 
JUST TOLP É 
ME - 4 


Ê 
ONE OF 'EM 
WOLULD NOM om à MR. CEOSS -OVER HERE | «. 4] ME CMT, da =P y OLLECTION 
Ea a lag F MEVE farda THE OTHERS | “e PR mi a Nba me pre 
4 $ FROM THE ENTERTAINMENTS 4. MM v BITS vu PRM UU 
| SECTION. BUT WEVE GOT pi > | 
H PROBLEM, ge 


" LEAVE HERE IMMEPIATELY, “ q E 
THERE IS NO TIME TO WASTE “ie PETI Ea ao 
na PASS RPPN | Ui ara RR | | “OBTRINING MONEY +; 
| | = os A Epi | ONLY Wi TH WINNING — 
a | WHAT'S AN 7 
DO concerne? neour fo! S TOUR GAME, PALA 
15 GETTING 
LISELESS MONEY 
FROM A 
da e 


GANMBLING, BEEN PLAVING THIS a pt | R sé d( JOSEF P MENDRELLS 
DEVICE SINCE LCAME ON BOARD qa ur, o). | EEE pedra | 
AND IT'S JUST ABOUT TO À BR AND GET TO WORK / 








GinmE SOME ODDS on 3 fria | E 
THIS SURVIVAL SCAM, OH, WELL, CROSS DROVE THE SURVIVORS HARD: 
WHAT CHANCE WE - VLL BUY ' FOOD WARS SALVAGEP FROM WHAT 
Ea a THAT: REMAINED OF THE STORES, VEHICLES 
fi o = INPROVISED FROM SERVICING 
EQUIPMENT UNTIL AT LAST THEY 


LONGSHOT, EH? 


E SET OUT PEA 


PAM INSEGREH OF Some - 
RE THING —ANYTHING — 
a ; EE FE E 
SOON THEY FOUND A BRRE, 
| DESERTED VILLAGE, 
CROSS, KIMAS AND maNDRELL É 
INVESTIGATED ALONE; | MM 
X 75 EemPTE, 
É NOTHING FOR US DR 


SENSE - | 
PAN FINGER, ANCIENT 
Er BITTE RNESS Hi, 


qe o 





“ FROM THERE — N 
| THAT HUT, | 
CLASSIPY HOSTILE: 


RETURN 
FIRE! 


«A 


ER 4 war! * 
“Wa 5 me TurEaT | 
í UM IS ' 


STORY BY KELVIN GOSNELLs 
DRAWN BY OLIVER FREYs 
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MIGHT — WE SEEK ONLY | WE NEED A VESSEL TO 
as WELL GET) | INFORMATION TO TAKE US OFF YOUR. 
“ON WITH 1T FROM OU NE WORLD, THERE MUST BE 

“AND WILL GIVE YOU SHIPS TO TRAVEL 

KILL ME [ FOOD IN BETWEEN THE PLANETS. 
| ME, É [RETURN À OF TUIS SKSTEM, 


|  STARSHIPS TOO 7 


" STRANGERS QHA 
ALWAYS MEAN HARM, ne 
TIS THE WAY OF THINGS [PA 

| REST OF THE PEORLE | 
FILED WHEN WE SAW DP 
AOL COMING, LER T 
ME HERE — TOO SICK BM 
| o WALK END TOO BM 
OLE TO BE RFREID — 


Bur | FERR THE. MM He's Orr His 
PRIESTHDOD EVEN LESS », GOURP,. 
THAN | FERR VILGARRE'S 1 CROSS» 
[HORDES/ IF YOU WISH TO | 
SPEHE. BLASPHEMY, THEN. 

WILL JOIN POL 7 


* STARSHIP— 
'TIS A WORD | HAVE 
NOT HEBRD SINCE MY YOUTH. 
NOS OUR ELDERS. , | 
iu ELDERS, F a 
Eu ice =. Je E vou ENO OLE MAN 
e, a & TELL-US THIS BLASPHEMY: 


À FEW MILES QUA 
THERE WAS OTHER = 
 MIOLENT — 
TALK OF BLASPHEMY, 


“vou You SEE — HE HAS A HOPELESS 
“SAY YOU CAME | CASE OF CRERTIONST 
NM HEREONFH Pis PELUSIONS, EVIL POWERS . 
VESSEL Caio oF ENT TY COMMEBND HIS SOUL, al 
'SPAGE' E TEST HE MUST BE | 
eTioUsawu MM NE) PURIFIED/ 
No GODS E, di 


=S'RIGHT / o ACM * BUT | 
SHIP CRASHE DP — E WILL TORTURE 
N-NO GOPS OT | Ra | THE LAST PROP OF 
THERE -IU5S' SPACE/ VERY WELL — — INFORMATIÔN FROM HIM 
P-PLERSE DON'T HIT | PREPHRRE THE KENIVES E 


PARI € BEFORE | LET YOL 
ME AGAIN, o/ ANP OTHER INSTRUMENTS REMOVE HIS INNHRDS FOR 
me FOR THE CEREMONY/ 'PURIFICATION!, MR ARCHEISHOP / 
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ONLY £5:95 each at W.H.Smiths, John Menzies 
Boots. and other leading Computer Stores, or... 


Available direct from CDS Micro Systems 
Send Cheque or PO. To CDS Dept, YCI, 


10,Westfield Close, Tickhill, Doncaster | new... 
SPECTRUM 48K / EEE 
* Selected titles only DNIT 9LA, Tel:(0302) 744129. Spectrum Adventure 
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Take a giant step closer to reality with 
New Generation Software. The 3D 
Graphics of New Generation programs 
bring the screen alive and makes other 
games look as flat as snakes and ladders. 

owners will find that secing 
is believing when they open the door on 
“THE CORRIDORS OF GENON, lhe latest 
creation from New Generation. You will 
be saving the Universe from the evil that 
now controls all things. But beware — the 
sound of footsteps approaching could be 
Bogul! 


“ Corridors of Genon for 48K Spectrum 
“Ttis a superb program, and a well 
“conceived plot. E Bruliantr Falue for 
«money 100% "Home Computing Weekly 
Enot in 3D for 48K Spectrum 
cp io qo Cl& V Games 
É): l6K/48k Spectrum 
A DN a Decir CEVO 
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Hurtle into a void leaving a trail for 
your unscen pursuers in KNOT IN 3D. 
Weave your way through up to five trails 
but be careful, you could get knotted! Or 
travel through the depths ofa moving 
tunnel fullofbats, rats, spiders and toads in 
“3D TUNNEL, with a special surprise in the 
48K version. 

Stamina is the vital ingredient of 
“EscaPE', as you'll be venturing into the 
maze pursued by walking and flying 
dinosaurs. 

ZX81 owners must be prepared for the 


Escape for 16K Spectrum 
One of Ibe best andmost origina! games 
we have seen for the Spectrum Sinclair User 
40 Monster Maze for 16K ZX81 

'Britlicant. Briliicant, Brilliant. 

Popular Computing Weekly 

3D Defender for I6K ZX81 

“Another 3D Winner Sinclair User 


£4.95 


£4. 05 


E495 


shock of coming face to face with the 

T. Rex that leaps out from '3D MONSTER 
MAZE". “31 DEFENDER takes you out of this 
world and plunges you into space in a fast 
moving game to defend your home planet 
against alien spacecraft in a blitz of 
explosions, plasma blasts and photon 
beams, 

AM these exciting 3D games have been 
designed by Malcolm Evans, the 3D 
expert. They'll have you leaping out of 
PN orar beca e | 


Products available from 
WH Smith, Boots, 
cg My; 


FREEPOST Bath BAZA4TD Tel 0225-316924 
Mil order hy retum 





THE YEAR OF THE GAME LORDS. 


BUGASOO (THE FLEA) RAYMOND BRIGGS' DRAGONS BANE £6.95 


: AME E7.95 THE SNOWMAN £6.95 
STING 64 £7.95 


ANT ATTACK £6.95 


TIME GATE 
PURPLE TURTLES 
SK THAWK 
MINED OUT 
THE. GENERATORS 


Quicksilva programs are available from: Boots, W.H. Smiths, J. Menzies, Microdealer, 
HMV, Hamieys, John Lewis, Computers Jor All and all reputabis | 
specialist computer stockists. 


FRED £6.95 





